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Special FX programmed the gan^e and hav^ 
dofl#a great tot>, recreating the character of 



the or iginals with a hint of humour . 
Awtqa Usgr Int. 



I iTte ctwacf^rs and i^kgrounds are | . 
striking — each are superlative -tM 
Am|ga features a soufldtrac k in 
glorious remixed stereo . 



"polished in every aspect- from the humorous 
storyline to the end of the blasting \ 

The Gumen Machine Top Score 

'.,. ^rc4nft>tthefim€ior^|urf!Ve fabulous 
3D, hours of absorbing play -you name it, 
Voyager s got it, And that's not all: Ocean thrmi 
in a cassette soundtrack which has to be one of 
the most mind-blowing pieces o( (wsic I've ever 
heard", 
*&A$feti£ tl !l |l U i| 

"... scrolling 3IJ graphics, th# most 
impressive P ve seen on the ST ... a great 
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LETTERS 



It's Friday. It's five to five... and 
it's CRACKERJACKE Good, 
clean fun for all the family - 
well, apart from when Stu Fran- 
cis asks you to Take A Letter... 
"It's a P! Do a stunt I Erm„. pick 
up the Smart ies from curry 
powder using your nose..." 




NEWS 




First shots of Actl vision's con- 
versions of Dynamite Dux and 
Super Wonderbov, Electronic 

Arts' Populous Plus: The Promised 
Lands, and Ocean's RetaJiator F 29 
and its conversion of Chase HQ 

WORK IN 
PROGRESS 

Christina Erskine checks out the 
state of play witti States player 
Accolade. 




30 RAINBOW ISLANDS 

Graft^olds conversion of the cute coin-op js a corker. 




34 OCEAN'S BEACH 
VOLLEY 

Bump a bladder on the beaches of the world in 
Ocean's French-produced sports simulation. 





REVIEWS 

The buck stops here. 



70 Buffalo Bill's Wild West Rodeo 

Game (Tynesoft) 
38 Chariots Of Wrath (Impressions) 
68 Grand Prix Circuit (Accolade) 
62 High Steel (Screen 7) 
34 Ocean's Beach Volley (Ocean) 
58 Quartz (Firebird) 
30 Rainbow Islands (Firebird) 
65 Sleeping Gods Lie (Empire) 
72 Stunt Car Racer (MicroStyle) 
41 Xenon II: Megablast (Image 

Works) 



47 



TIPS 



Help is at hand for anyone has- 
sled with... 



56 Forgotten Worlds (US Gold) 

48 Licence To Kill (Domark) 

54 Millenium 2.2 (Electric Dreams) 

56 Populous (Electronic Arts) 

47 Rick Dangerous (Firebird) 

56 RoboCop (Ocean) 

56 Silkworm (Virgin Mastertronit/Sales 

Curve) 

53 XybotS (Tengen/Domark) 



THE ONE'S GUIDE 
TO PRICE, RELEASE 
DATE AND 
EVERYTHING 




41 XENON 
LAST 



(I: MEGAB- 



Twice the thrills and spills of the original in the Bitmap 
Brothers 1 brilliant blaster. 



You may he used to reading reams of opinionated 
waffle elsewhere, but here we prefer to let the 
games speak for themselves. Relevant scenes are 
shown, with informative captions used to convey the 
'feeT of the game in question. At the end of each 
review there are opinions highlighting any good and 
bad points, prices, release dates, and ratings where 
possible. Basically, there's something for everyone - 
at best a review, and at worst a highly detailed 
preview There's nothing clever, just straightforward 
facts and ratings. Updates will follow where appropri- 
ate. 





PLAY GUIDE 

How to be good at Electric 
Dreamt 1 Wicked, thanks to prog- 
ramming team Binary Vision- 
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GRAPHICS 

Pixel perfect pranks with resi- 
dent Rembrandt Phil South. 
This month's highlights are,., 
highlights would you believe, 

ARCADES 

Gary Whitta gets to grips with 
WWF Superstars and indulges in 
some less legalised brutality 
with Gang Wars and Crime City- 

FEATURE 

Comk book artist and writer 
Dave Gibbons talks about 
Watchmen, his next work, and 
computer art. 

BACKSPACE 

Having successfully converted 
Taito's Rainbow Islands from coin- 
op to ST and then to Amiga, 
Graftgold's Andrew Bray brook 
gets his side of the port-over 
argument off his chest. 






And now the ratings... 



*** 







COMPETITION 

Win a megablaster of a different 
kind... a portable 'Brixton brief- 
case' complete with stereo 
radio, cassette deck. Compact 
Disc player, detachable speak- 
ers, buttons, lights, and a hand- 
le, 




DEMOS 



Sampled silver screen sounds 
from RoboCop and Star Wars, 
plus a display of ray-traced gym- 
nastics. 



GRAPHICS Not necessarily how colourful or well 

drawn they are, but how wel I they fit in to the overall 

effect. 

SOUND Again, not necessarily quantity or indeed 

quality of sound, but how well its used. 

PLAYABILITY How does the game feel! U it addictive 

or (ust plain uninteresting. 

VALUE Essentially a reflection of lasting interest - 

how much game you get for your money. 

OVERALL A useful point of reference - essentialry a 

summary of the preceeding ratings. 





THIS MONTH'S 
HOT HIPSTERS 

GARY PENN 

Rainbow Islands and Xenon II: riegablast get (he thumbs 
up from t'Ed. 



CIARAN BRENNAN 

Twice Kick Off League Champion and man at C&A Ciaran's 
tastes ire many and varied. A Pf ingle jumper and Grand PHk 
Circuit recently got. his pulse racing. 

BRIAN NESBITT 

The seHf-confessed homeiapien likes people and compter 
games. Bri's tips for the top arc Xtnon II; Wegablast and 
Stunt Car Racer, which he reckons you can expect fee set 
disking their Wa? % the charts in the near future. 

GARY WHITTA 

Wilep Whim we^els in weally wacey wares, leaning more 
cowards the arcade style of game Rainbow Islands and 
Quartz hit the spot this month. 



KATI HAMZA 

The former ZZAP? Assistant Editor likes her software like 
her men... hard, fasc, playible shoot "em ups- and sporty 
simulation!. Kick Off and Xyb-uu are at ill tickling her fancy. 



STEVE COOKE 

ACEs Editor prefers; to put his mental reflexes to the test 

with such taxing te*t teasers as th* InfoCom rtnge of 
interactive fiction. 




ETTER 




O* 



•TITES COME 
DOWN 



► ► 



Dear The One, 

You made a mistake in Issue 1 on page 22 
to be precise Stalactites can not fail from a ceiling, so 
surely you must mean stalagmites. 
Ben Williams* Bradmore, Pennfiekk. 



« 



I Nobody tikes a smartarse - especially one 
1 who doesn't get his /acts straight Collins ' 
dictionary describes a stalactite as a cylindrical mass of 
calcium carbonate hanging from the roof of a limesto- 
ne cave '. Anyone else fancy their chances? 



LETTERS, The One, Priory Court, 30-32 
Farringdon Lane, London EC I R 3AU. 



MEMORY 
SCANNERS 

► ^^ Dear Sir, 
^^ I'm an avid reader of most Amiga magazi- 
nes, and on reading the write-ups and reviews of 
Time Scanner I decided to go ahead and buy it. 
However, after getting home I found that it did not 
load and returned the disk CO Aetivision. 

Following a telephone conversation on )une I 3th. 
my wrfe was informed that Time Scanner is a I Mb 
game and will not load on a standard Amiga A50O. 

A hunt through all of my recent magazines revealed 
no report d this at all. Following another telephone 
conversation I was told, and I quote; "we only found 
out last Thursday (June 6th), M How can anyone who 
produces games not know whether or not they are 
I Mo-only until after they are in the shops? 
S Brown , New Aldington, Surrey. 



^A ^^t Actrvisions software development mana- 
^^ ^^ ger, Charles Cecil, has this to say on the 
subject' "firstly, t My understand your annoyance at 
not being able to load Time Scanner. Your tetter, 
however, contains some inaccuracies that do not 
reflect the overall situation. Time Scanner wiii toad 
on all pre 1.3 Kick Start Amigas, regardless of 
memory. When the product was released r we were 
not aware of any changes that Commodore were to 
make to the Amiga, it was only when the Amiga L3 
entered distribution that the problem was discovered. 
Commodore has never publicly admitted that there 
are significant changes to the operating system k was 
only on June t3th, as stated, that we discovered that 
the new model had a slightly reduced RAM availability, 
h the caseofFime Scanner, the code a fully packed 
into RAM, and so the reduced RAM capability of the 
new Amigas causes the game to crash. With a 1Mb 
expansion, the extra memory is made available again, 
aiiowing the game to run, Had we had any advance 
warning of the changes from Commodore, then this 
situation would not have arisen. I would like to offer 
our apologies to all those who have experienced 
incompatibility problems with Time Scanner, and 
can assure you that alt future titles wilt be fully 
compatible with the new system. " 



AFFAIRS OF THE 
HEART 



► ► 



Dear Sir, 

Further to Phil Souths Grafix article in the 
}uly issue, in which he pays tribute to Eadweard 
Muybrkige's pre-conflake activities, I felt the following 
lesser-known part of Muybridge's life worthy of 
mention 

Muybridge, having married in his early forties, 
discovered through letters sent to his wife, Flora, that 
she had a lover, one Colonel Larkyns. 

On October 17th 1874, Muy bridge sought out 
Colonel Larkyns at the Yellow Jacket silver mines not 
far from San Fraraisco. He greeted the Colonei with 
the words; "Good evening Major, my name is 
Muybndge and here is the answer to the letter that 
you sent my wife/ 1 MybrJdge then shot Larkyns. killing 
him on the spot. 

The subsequent trial in San Fransisco was interna- 
tional news H as Muybridge was by then quite weil 
known. In the end he was acquitted and subsequently 
raised Larky n*s child (borne by his wife) after his wife's 
death a few yean biter. 

This almost totally useless piece of information was 
lifted from the sleeve notes of PhHkp Gkass 1 excellent 
album, The Photographer, which is far more enjoyable 
to listen to than the dreadful k meep rneep' noises 
made by my Atari. 
Mark Pierce, North wood Hill*, Middlesex. 



^^ ^^ You never know what kind of a Pandora 's 

^^| ^^bw you'li open by stating a couple of 

seemingly innocuous facts in these pages By the way, 

does anyone know anything about the life and times of 

Vincent Van Gogh* 



FANCY A SPIN? 



► ► 



Dear Sir 

I am writing about the review of Test 
Drive 1 1 featured in the June issue. Both PC and 
Amiga versions were catered for in the review, but 
what about the ST? Is there no ST version, and if so 
why not J The game is easily within the computer s 
capabilities, so its this brilliant game never going to 
grace the screens for ST Owners? 
Tom Williams, Milton Keynes, Bucks. 



^M ^M Sincerest apologies Tom, the tack of an ST 
^^ ^^ panel in that review was an unforgiveabfe 
error, but it could also have been a blessing m 
disguise... since that issue went to press, we have been 
informed by Accolade (the Test Drive people) tfut 
alt future product will be developed for the ST- albeit 
slightly behind the Amiga and PC. See this issues 
Grand Prix Circuit review (page 68) for farther 
detaiis* 



OUT FOR BLOOD 



► ► 



Dear The One. 

Congratulations on producing an interest- 
ing and professional looking magazine. I think that 
your balance between screen-shots and text is just 
right and that most of your features are great - 
especially the Work In Progress. 

However, I do have one small complaint. I think 
that Blood Money (June Issue) was severely under- 
rated, and to make matters worse, the review had no 
colour, giving the game a dull appearance. i 

I know that reviewing is a matter of personal taste, 
but there is no excuse for giving the best Ami^a shoot 
'em up to date a measly score of 74%. Perhaps Hr 
Whitta should stick to flight simulations? 

I dont mean to be rude, but if I had not bought 
Blood Money before reading your review I would 
have missed a great game. Could you please let DMA 
design know that somebody out there actually liked 
their game. 
Carsten Brandt, RnskikJe, Denmark. 



^| ^^ You re betng a fit tie hard on Mr vYhttta, 
^^( ^^( I r m afraid, because although he did actually 
review the game, the Overall rating was a resuit of a 
group decision (as all rating in The One are). No 
matter how hard we try, there's no way that we can 
agree with everyone s tastes all of the time - but 
hopefully we get it right more often than we get it 
wrong. 



ARCADE RATES? 



► ► 



Dear The One, 

I think yours is a great mag but I have one 
or two points to make about it 

1) Why not have a percentage rating in your 
arcade section like C+VGJ This makes it easier 
to read at a glance. 

2) Why was there no review of the release of that 
great game Dragon Ninja? 

3) Are wt going to see some freebies in the future 
(posters maybe)? 

Keep up the good work, 
Paul Scally* Penicuik Scotland, 



^M ^^ Rights we don t rate arcade games for a 
^^ ^^( couple of ratings; firstly, we generally 
don't play coin-ops for as long as we play othmr 
computer games* so for that reason it would be unfair 
to try to make comparisons - also, it only takes a few 
pence for you to find out for yourseif if you fike an 
arcade machine or not r so what do you need a rating 
for? On your other points, its impossible for us to 
review every single product released in a month 
(although we do at least try to keep you informed of 
ait releases) and yes there wilt be more freebies 
coming your way in the very near future. 
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• Cest la vie; the French are revolting! 
9 Stange goings on in Silly Worklt 




NewS 

POPULOUS 



EXPANDS 






Lego fans will feci at home in 
Block Land, a world where the 
landscape and all its inhabitants are made from 
toy bricks. The idea was inspired by Bullfrog's 
method of 'testing' their landscapes by map- 
ping them out in Lego. 



FIRST mentioned way 
back in Issue Five, the 
expansion pack for Elec- 
tronic Arts 1 classic Populous 
will be released neMt month. 
Fittingly entitled Populous: 
The Promised Lands, the 
expansion pack takes the form 
of a data disk which is loaded 
into the original program in the 
same way as a saved game 
would be. 

The Promised Lands is effec- 
tive ly a new Conquest game 
Bullfrog Productions has put 
together another 500 worlds 
to conquer, spanning five new 
types of terrain. In addition the 
computer intelligence has been 
beefed up, and 1 since the char- 
acters now behave differently 
depending on the landscape 
they populate, there's even 
more need for forward plan- 
ning and strategic thought. 

Populous: The Promised 
Lands will be available on a 
single disk which loads on both 
the ST and Amiga and costs 
£9 99. Could this be the first of 
a series of expansion packs? 
" Possibly " P ays Bullfrog boss 
Peter Holynetix, Hl but we 
won't be doing any more just 
yet — we're too busy with 
Populous II. 11 We wait with 
bated breath... 



STRIDE ON 

eap into a Russian fw 
■gtovarich, with US Gold' 
bit conversions of CapO 
blockhusting Stridor, Tier test 
handling the project and is c< 
fident that this will be its m 
successful conversion to da 
Both ST and Amiga versions 
due for release in October, 
expect to see thern at this yen 
PC Show- 




Saddle up pardncr 
and indulge in a bit of 
rootin" tootin" divine intervention 
in the Wild West. Here Cowboys fight 
It out with the Injuns for supremacy. 
In this landscape the conventional Knights 
have been replaced on the Indian side by a mad 
chief who massacare* cowboys with his tomahawk, 
while the cowboys send out the Lone Ranger! 

"he Bit Plains - an entire world made 
from computer listing paper. Every- 
thing here is computer-orientated - even the 
houses. Players start out living in a menial calcula- 
tor, and as you expand* the settlements upgrade to 
a PC. Amiga, Macintosh and finally a huge Cray 
XMP Mainframe! 
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► TOP TEN 4 

(Month Ending July '89) 

AMIGA 







Specially included to coincide with 
the 20Oth Anniversary of the 
great event. Revolution Fnuicatae pits the 
French peasants against the might of the 
aristocracy in a struggle for freedom. Watch 
out for the pavement cafe's, windmills, guilloti- 
« and onion sellers! 



Silly 
I 



Land! 
Here the in- 
habitants of this whacky 
Sent ineW ike chequerboard 
world sport huge out-of- 
proportion potato heads 
whose expression* change, 
depending on how the con- 
quest is going. And nothing 
is what it seems - many of 
the game's algorithms 
have been turned on their 
heads, so* among other 
things, your population de- 
creases white in settle 
mode. Weeeiiirrd!!! 
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ompletely failing to coir 
-de with Wimbledon as 

orignally in tended, Imr 
conversion of Se; 
Tennis simulation Passu 

hit the streets next mom 
ue Software {the team be- 
I BfcLsccroids) is producing th<* 
and Amiga versions, prti 
:J».W and £24,99 respect;*. 
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MILLENIUM 12 
{Electric Dreams) 

SILKWORM 

(Virgin) 

GUNSHIP 
(Microprose) 

POPULOUS 
(Electronic Arts) 






o 
e 



©FORGOTTEN WORLDS 
(US Gold/CapCom) 



G) K[i 

^-S (A 



KICK OFF 

nco) 




©LORDS OF THE RISING SUN 
(Cinemaware/M irrorsoft) 



o © 



SWORD OF SODAN 
(Discovery) 



0(7) TEST DRIVE II 
VV (Accolade) 




© © 



BLOOD MONEY 
(Psygnosis) 



Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Ptoia on Oxford Street. 1 20 Oxford Street, 
LONDON W I N 90P Tel: 01 436 281 L 

i hart success for US Gold's con- 
version of Forgotten Worlds. 



^■-:-^ 






Liars 




JNewS 

THE 
DUX 

STOPS HERE 




- -^— ^~^^^ 

J^^ IJeeerre's Tonv'Tom! First seen 
j^^^ I Iback in the Summer of r Bl t 
Wonderbop is back for more - and this time he's 
Super, with more power-ups. and enemies than 
ever before. 




Our leathered hero Pin patrols the moose-ridden streets torching all 
and sundry in the ST version of Dynamite Dux, 



c 



| tuning from Acuvi- 
sion this September is 

'the first of the com- 
pany's long- promised Sega 
coin-op conversions - Dyna- 
mite Dux, Thel4-strong 
Core Design team (the people 
behind Rick Dangerous) is 
handling the project, with new 
recruit Robert Toone in charge 
of the ST and Amiga versions. 
Robert produced the con- 
version from a combination of 



videos of the coin-op and the 
com -op itself, and had to sket 
the graphics virtually from 
memory h as the coin-op isn't 
fitted with a pause mode! A PC 
version is also in the pipeline, 
but Core won't be handling 
that - it's currently under de- 
velopment in Acti vision's US 
offices, 

Activition's next Sega li- 
cence will be Super Wonder* 
boy, (subtitled Wonderboy in 



Monster land). It's the second of 
Acti vision's Wonder Boy li- 
cences (the original appeared 
back in I9S7 but only on 8-bit 
formats) and promises an up- 
graded and improved version 
of the original, with 1 1 levels, 
bundles of extra weapons and 
potions and more cute nasties 
than you can poke a sherbet 
dib-dab at. ST and Amiga ver- 
sions are both set to appear in 
September. 



► TOP TEN 4 

(Month Ending July '89) 

ATARI ST 



\ 




■est Drive II roars fn to Number 
5. 





NE 



MILLENIUM 12 
(Electric Dreams) 



1 







r^|| KINGS QUEST TRIPLE 
*— ' PACK (Sierra/Activision) 

["J! ROBOCOP 
■ — ' (Ocean) 

Ij^l BATTLE CHESS 

' ' (Electronic Arts) 




NE 



RVF 

(MicroStyle) 





KICK OFF 
(Anco) 





rn populous 

'— ^ (Electronic Arts) 



FORGOTTEN WORLDS 
(US Gold) 




NE 





r^l DRAGON NINJA 
(Imagine) 

rn SILKWORM 

I— I (Virgin) 



Compiled exclusively for The One by SOFTWARE CI RCU S 
LTD , The Plaza on Oxford Street, 1 20 Oxford Street, 
LON DON W I N 9DP, Tel: 1 4J6 28 1 L 
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FERRARI FORMULA ONE 

-the comp lete Gran d Pri x. rac i ng pa me. 

"The game has gone a long way towards 

recreating the atmosphere of Grand Prix racing 

and as a result's undoubtedly the most realistic 

yet. In short Ferrari Formula One is a masterpiece 

of a program which no Amiga owner should be 

Aithour 

The Games Machine. 

Now available on ST, Amiga (£24,99) and PC 

(£29.99- 5.25 8,3.5). 

Commodore 64, Spectrum and Amslrad 

cassette and dish versions lo follow. 

To order direct send the correct money 
(prices include postage and packing} to 
ELECTRONIC ARTS, DEPT FCS. 
THE LANGLEY BUSINESS CENTRE, 
11-49 STATION RD, LANG LEY, BERKS, SL3 8 VN 
Credit card orders, please call 0753 46465. 
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GO, MISTER Driver! 
The 16-bu conver- 
sions of Taito 1 * block- 
busting race VT ram coin-op 
Chase HQ arc slowly but 
surety taking shape at Ocean's 
Manchester offices. A myste- 
rious programming duo its cur- 
rently coding the project, 
which is due for release in 
November and should iook 
practical indisti nguishable 
from the original as well as 
sporting some of the coin-op's 
sampled speech. 

Also dye out in November, 
but perhaps even more promis- 
ing, is Ocean s forthcoming 
flight simulation, RetaJiatur F- 
19. ftetaliator is based around 
future US Air Force technolo- 
gy* featuring planes (such as the 
fabled F-29) that aren't ex- 
pected to be In service until 
the early 21st Century! Prog- 
ramming team Digital Image 
Design has spent si* months in 
the states researching current 
Air Force technology to ensure 
accuracy. 

Retaliatory wide range of 
missions are flown over a total- 
ly interactive world (a feature 
pioneered by the Falcon Mis- 
sion Disk) with tanks, planes 
and other enemy vehicles all 
doing their own thing - which 
usually means trying to blow 
you out of the sky, 

Staying with Ocean, but 
crossing the channel, the com- 
pany's French programming 
arm is a bout to invade these 
shores with a furry of product 
The nine-man programming 
team behind the Christmas W 
smash Operation Wolf has 
pit completed its first original 
game. Ocean's Beach Volley 



• Ocean takes to the skies! 

Flight simulator fights back! 



§ Taito takes to the streets! 
§ Asterix artist draws sword! 




THE CHASE IS ON 



(reviewed on page 34), and 
fudging by the line-up for the 
year ahead, these garcons 
won't be one -hit wonders. 

Coming in August are the 
conversions of KonamJ h s two- 
player coin-op shoot 'em up. 
Cabal followed by the second 
in the series of Adidas sponsor- 
ed sports games - Golden 
Shoe. This soccer game is 
based on the famed Golden 
Shoe award, presented to the 
most outstanding player of the 
year In the past Lineker Rush 
and Maradona have all won the 
coveted title, and in Golden 
Shoe your task is to do the 




rv 



I'vanhoe's quest leads to the lair of his arch 
enemy - the dark wizard. 



i etaliator's rear 

iview boasts 
an interesting graphic 
effect- The pilot's head 
sways from side to siiie as 
the plane banks and rolls! 



same. 

AGS features a birds-eye 
viewpoint as seen in Kick Off 
and Microprose Soccer, and 

promises the largest sprites 
ever seen in a sports simula- 
tion. ST and Amiga owners can 
dust off their shin pads in 

October 




LOAD OF. 



ai nbow Arts' latest is Spheri- 
cal a 'tribute* (ahem!) to 
ico's immensely/ popular 
.-op, Solomon's Key. Spherical 
^ you a* an ageing sorcerer 
ling a magical sphere 
njgh over a hundred levels. 
The quest begins on the ST this 
—rth at £I9 + W* with Amiga 
PC versions to follow in 
t at the same price- 
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I ore! 
Push it 
more?" This ST version of 
Chase HQ looks remarkably 
like the coin-op original, 
but you'll have to wait until 
lace November to see if the 
classic ganroeplay has been 
captured. 




selection of the F-M's 2 1 st Cen- 
tury killing technology* 



And finally, there's the piece 
dc resistance. For the last nine 
months the team has been 
beaver ing away on I van hoe, a 
multi -level mix of arcade action 
and swords W sorcery with 
graphics provided by an ex- 
cartoon animator who was 
part- responsible for many of 
the Astenx movies? 




Try out some futuristic airborne 
hardware - even before the air 

force does - in Recall ator F-29, 








IN WINGS 

irgin's G r tg is a 

ticaMy *r rolling progir 
**m up played over 
ic levels. On* or two 
r can face all manner o 
ig 1 enemies* including my 
utterfWes and giant fly in 
on! Imagitec Design is b 
j& ST and Amiga version 
*r release in late Augu 
19,99. Sadly t no PC versi 
finned. 



► TOP TEN 4 

(Month Ending July f 89) 

IBM PC AND 
COMPATIBLES 



♦<S> 
♦<j> 



>/X JET FIGHTER 

\S (Velocity/Paperlogic) 



688 ATTACK SUB 
{Electronic Arts) 

KINGS QUEST TRIPLE 
PACK (Sierra/Activision) 

F-16 COMBAT PILOT 

(Digital Integration) 

TEST DRIVE II 

(Accolade) 

LOMBARD RAC 
(Mandarin) 

OUT RUN 

(US Gold) 

SENTINEL WORLDS 

(Electronic Arts) 

KING'S QUEST IV 

(Sie r ra/ Acti vis ion) 

SPACE QUEST III 
(Sierra/ Act ivision) 
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Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD The Plaza on Oxford Street, 1 20 Oxford Street, 
LONDON W IN 9DP. Tel: 01 436 281 I. 



-.TF 






: - : a i B 3 * i 



aEST 




M 



kro Style's RVF - H Honda way 
to the top. 
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# A blaster made far two! 
Football gets the boot! 



I Koff 



down those walls In the ST conversion of 
Konuni's blututk Cabal* 




Ivanhoes quest involves 
battling swordsmen and 
archers on foot or horseback, 
and there's aJso a mystical ele- 
ment provided by ipell-casung 
demons and sorcerers that pop 
up along the way, 

I van hoe is released in 
October on the ST and Amiga. 
But in the meantime, check out 
3 little of the game's, animation 
(in spectacular d One-0-Vision') 
by flicking through the top left 
corners of the pages at the 
front of the magazine. 

And what can you expect to 
pay for these French delicacies? 
The standard Ocean asking pri- 
ce of £ 1 995 for ST and £24.95 
for Amiga applies to all the 
titles... Coo! 



FOR ARTS SA 

~ fewly-formed G*i 

programming team 
byte** debut is Leonardo, i 
be distributed over here a 
tertainment International- 
is a small-time thief, yoi 
jective Is to Steal' three o 
from each of the game 
levels within a strict time. 
ST, Amiga and PC version 
be released late next monc 
price of £I9.W, 



You shall go to the ball P with 
< 



Golden Shoe. 





SHORT STORIES 

A brief guide to forthcoming re* 
leases, delayed projects and work in 
progress, 

author Dino Dint's next 
project is tentatively titled Player 
(as advertised on the 
hoardings on the Amiga Kick Off). 
Played in a managerial vein, with substi- 
tutions, cup tournaments, transfers and 
injuries all playing a part, the emphasis 
is on long-term challenge. Dino is 
currently developing Player Manager 
with Anco, although it's still at pencil- 
and-paper stage and isn't likely to 
appear until early next year, 

► Ian Bird, author of Electric Dreams' 

is currently beav- 
ering away on its sequel, provisionally 
entitled Deuteros. Tne game picks 
up where Millennium 2.2 left off and, 
Ian hopes, will take the strategy- 
adventure formula of the original and 
improve upon it, Whether Deuteros 
will appear on the Electric Dreams 
label is yet to be confirmed, but it 
certainly won't see the light of day until 
the end of the year. 

Digital Magic Software, perhaps bet- 
ter known for the shoot 'em up (of 
sorts) Scorpio (incidentally, ST and 
PC versions are due out around now), 
has two impressive looking projects in 
the pipeline, both due for release 
towards the end of the year, A hori- 
zontally scrolling shoot 'em up with 
effective multi- level parallax and a 30 
driving game which looks almost arca- 
de quality. How 4 they wilt shape up 
remains to be seen,,. 

► SEUCK and Wizball creator 
Sensible Software is soon to make its 
16-bit debut with an RPG UI 

style game for Origin. Binary maestro 
Martin Gal way is currently writing the 
PC version- The trio is also producing 
'something sporty and refreshing' for 
Palace Software. 



WARNING ! 

Do not play this game 
if you are of a nervous disposition 
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Play iiib & Deat/i and you will have the responsibility of holding 
a human life in your hands as you cut into living flesh . 
In this - the world's first interactive medical movie - you'll enter the tension-filled atmosphere of a 
busy hospital. Talk with your patient. Read charts. Order X-rays, blood tests and other laboratory 
^ p " reports. And when the time comes . . . you will pick up the knife! 

In the operating theatre, your skill will determine whether your patient goes to recovery ... or the mortuary. 

Available for IBM and compatibles, Appte It/Mackintosh, Amiga and Atari ST. 

N D S C A P E 
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For further information on Mindscape Products and your local dealer contact 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044486) 545/547 
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Heavens! Herge's star in quest for green cheese! 
Dragon takes major role in D&D scorcher! 



^ NewS ' 
ANOTHER FRENCH 

REVOLUTION 



"^^^ ^^orning your way in August is 
^^Iron Trackers - a race to the 
death promising laughter and suspense (in 
that order; we presume). 





'in Tin desperately tries to keep the moon's raging inferno under control, 
but trouble's approaching in the form of that none-too-friendly guard! 
Tune in next week for the thrilling conclusion... 



POLICE STORY 

Coming soon is the third 
Teftgen coin-op conversion 
to come from Doniark. APB (All 
Points Bulletin) casts you as 
Officer Bob, an intrepid traffic 
cop intent an bringing drunk- 
drivers and litter louts to justice 
- doing so involves high-speed 
car chases and shoot-outs. APB 
is due for release on ST, Amiga 
and PC next month at £19-99 



With the French re- 
cently devoting all 
their energies to 
celebrating the 200th anniver- 
sary of the storming of the 
Bastille, you'd be forgiven for 
thinking that they'd have no 
time to worry about silly things 
like releasing software. Surpris- 
ingly though, Lyon-based soft- 
ware publisher lnfogrames , re- 
lease schedule is its busiest to 
date- 
First up is North And 



South p a war game based on 
actual battles of the American 
Civil War North And South 

has been in development in 
France for over a year, and was 
initially designed as a straight 
war game, but action/arcade 
sequences were added during 
programming to liven things 
up. The game is now in a 
curious mix of strategy and 
shoot 'em up, but it s Slid a war 
game at heart. 

Following that in September 
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ale-playing action in a Bard's Tale vein in infogrames forthcoming Drakken. 
ere our heroes square off with an evil sorceror and prepare to do battle- 



is Drakken* a Role Playing 
Game in the Dungeons 'n p 
Dragons/Bard's Tale mould. 

and hi November, the com- 
pany's flagship - Tin Tin Oft 
The Moon. 

Based on Merge 'i immensely 
successful cartoon character, 
star of stage, screen and pyjama 
case, the game draws its inspir- 
ation from two Tin Tin books 



in which the intrepid young lad 
finds himself stranded on the 
moon. 

Tin Tin the game is divided 
into two sections - in the first 
Tin Tin navigaies his rocket 
ship safely through an asteroid 
storm and lands on the moon 
in a Space Harrier type arca- 
de affair. 

The second level is platforms 



n 1 ladders based, with Tin Tin 
attempting 10 free his chums 
Captain Haddock and Profes- 
sor Calculus, put out fires that 
are raging on the moonbase 
AND defuse bombs within a 
i - net time limit. 

Tin Tin On The Moon is 
scheduled for release on ST< 
Amiga and PC at £19.95 a 
piece, 




trie for Barbarian fans - Skrull 
is a combination of arcade 
adventure: and beat 'em up action due for 
release next month. 
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Janky has to helpo ED find his 
way back home on Dandee- 
I ion [uq) in Transmutator — and no + we don't 
understand either. 
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FISTICUFFS .- 

Lin el's The Champ offers you 
the chance to follow in the 
footsteps of Mike Tyson by 
fighting your way up from the 
New York ghetto to the heavy- 
weight championship of the 
world. The Champ will be avail- 
able on the Amiga as of next 
month - price details are un- 
available as yet- 





Paperboy delivered at last! 
Super joe cracks I 6-bit! 
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ELITE TAKES 
COMMAND 




.1 .J . -i .. 






I 




u* ' -va 



E litems pipeline must be 
pretty lengthy as only 
now are the fruiEs of 
the LichfieW-based company's 
labour ripe for picking. First up 
are the conversions of Atari's 
pedal -pushing coin op Paper- 
boy, originally scheduled for 
release last autumn. Program- 
med by Darren Pegg and Mar- 
tin Ward (the boys behind 
Overlander and Buggy Boy), 
the ST, Amiga and PC versions 
are set for release in August, 
priced at £19.99 (ST and Ami- 
ga) and Q4;W (PQ V 

As mentioned in the last 
issue, Super joe Crack is back 
in the long overdue conver- 
sions of CapConVs classic coin- 
op Commando* Four levels 
of vertically-scrolling shoot 'em 



Pedal and paper- 
round pranks 
In Paperiboy on the ST* 
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prepare to 

take on the 
undead in your quest to 
rescue your beloved from 
the clutches of an evil de- 
mon in Elite's forthcoming 
conversions of Ghosts *n' 
Goblins. 




up mayhem should be scrolling 
their way onto ST and" Amiga 
screens mis Christmas. Martin 
Ward is producing the Arnica 
version while the ST version is 
in the hands of newcomer Neil 
Latarche. 
And finally, CapCom's 



Horizontally 
3 



^^ ■ scrolling 

shoot "em up action as Su- 
per Jo* Crack goes walkab- 
out in die ST conversion of 

Commando, 



Ghosts V Goblins, original- 
ly intended for release early 
this year, it now won't see 
daylight until early next year? 
Following an abortive first 
attempt by a freelance team, 
Elite's resident Amiga expert 
Richard Frankish and ST star 
Darren Peg have taken over 
and are now using graphics 
taken directly from the coin-op 
original Incidentally. Richard 
was responsible for those spot- 
on Amiga conversions of Bug- 
gy Boy, Ikari Warriors and 
Space Harrier (not Michael 
Sportouch as reported last 
month - he did the ST version). 




GREEN I) 
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■HE world "s going en- 
vironment-conscious, 
and fiicroprose's new 
games for yuppies" label Mk- 
rostyle is going right along with 
it- The Tetbury-based company 
that brought you Gunship, F- 
(S Strike Eagle, Wt, Air- 
borne Ranger, fled Storm 
Rising and other 

"environmental ly-sound" titles 
will make a play for the "green 1 
vote with the release of 
Greenpeace: Rainbow m 

Warrior, officially endorsed by 
the environmental pressure 
group and released to coincide 
with an album of the same 
name. 

'Right-on' players can take 
the role of a Greenpeace activ- 
ist who's none too pleased 



Mash of the 

'ancients: Spy 
Hunter meets Xevious in 
Action Fighter, due for re- 
lease on ST and Amiga 
next month* 



ASTAWHAT? 

Never mind the outrageous 
advertising campaign, 

Hewson's 'room-based 1 arcade 
adventure Astaroth, has more to 
do with solving puzzles and out- 
witting your enemies than 
scantily-clad angels of death. ST 
and Amiga versions are both 
due for release next month at a 
price of 124. 9 9. PC details (if 
any) are unavailable. 
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irebird's ST conversion of IrerrTs Mr 
Heli looks quite like the coin-op 

original, but you II have to wait until next month 

to find out how It plays. 



LIGHT 
CROSTYLE 



about the abuse of the planet. 
Taking the helm of Green- 
peace's famed Rainbow War- 
rior ship, you set out to put the 
world to rights and make ev- 
erything lovely again by com- 
pleting a series of sub-game*. 

These world-saving missions 
include the prevention of the 
destruction of the ozone layer 




by CFCsp stopping the dumping 
of toxic waste in the seas and 
oceans. Shutting down nuclear 
generators and saving babv 




on't touch that aerosol! Every- 
one can sleep well at nights now 

that Greenpeace: Rainbow Warrier is here to save the 

world. 

£eak from being clubbed round 
the head for their fur. Aaahh... 
Rainbow Warrior hits the 
streets (although not in an 
environmentally damaging way) 
on ST and Amiga in August at 
£24.95. 

In a slightly less altruistic 
vein, Microprose's newly- 
acquired 'Firebird label hopes 
to foliow-up the critical success 
of Rick Dangerous with the 
release of conversions of two 
little-known corn-ops: Irenes 
Mr Heli and Sega's ancient 
Action Fighter, both of 
which are due in the shops next 
month. 

Probe Software is handling 
the programming of Mr Heli, 
while Action Fighter is in the 
capable hands of Core Design 
(the team behind Rick Dan- 
gerous). 



PLAY THE BALL 

After Anco's Pinball Wizard 
and Acti vision's Time Scan- 
ner comes Loricieis' contribu- 
tion to the fast-growing pinball 
game. Pinball Simulator is due for 
release soon via US Gold, prom- 
ising all the sights and sounds of 
the real thing * the cost, howev- 
er is still uncertain. 
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THINK AGAIN! 
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AVAILABLE NOW ON ATARI ST 

ALSO ON AMIGA, AND IBM PC. 

COMING SOON ON 64 DISC. 

To buy dirt.il, send 624.99 to ELECTRONIC ARTS, DEPTS DCS, 

11-49 STATION ROAD, LA Mi LEY, BERKS SL3 8YN. For :i 

product catalogue, send A I to the above address. Credit tard 

orders, please call (0^53) -16465. 
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GAMES FOR ADULTS 



Mh-nistyte is the new software label. The new 
option for those who demand fun, excitement and 
challenge from life 

Each gum la specifically written for the ST 
ji-,1 Arnica, making full use of the capabilities of 
1 1 1 tsa n tachino^ So t hey produce Sturm 1 1\\ ] 
graphics And superb gamepUv 

A det.uiiut ti * racing simulation, 

Honda H.V.F., is tiie first MitTOtyle title available 
from all good software stores. 
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RAIMBOW WARRIORS 

The worlds first environment friendly software I 

At last, an at J action game that presents a solution to the 
environmental dilemma faced by the entire human race, 
Rainbow Warriors is an action game with real depth and 
meaning. It simulates seven campaigns of Greenpeace 
members over the last few years. 
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GAMES FOR ADULTS 
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UNIT 1. HAMPTON ROAD INDUSTRIAL ESTATE, TETBURV, GLOS.TEL 0666 504336/50*412. 



• Ripper cuts 16-bits! 
See Germany by night! 



»NewS 
RIPPING YARN 






CRI/s controversial 
text adventure Jack 
The Ripper is set to 
shock on 1 6-brt later this vear. 
The gruesome exploits of the 
Victorian rapist caused public 
outcry when it first appeared 
on fl-bit over two years ago, 
prompting the slappjng of a I 5 
certificate on said software. 
Who knows, this could become 
an * 1 8' certificate thanks to the 
extra realistic resolution of the 
ST, Amiga and PC. 

More imminent iy however, 
two title* are due to appear on 
the company's Actual Screen- 
shots label. First up is Lancas- 
ter, a simulation which puts you 
in the gunners 1 seats of the 
Famous bomber and recreates 
some of the Second World 
War's more daring raids against 
enemy forces. 

Hordes of enemy fighters, 
barrage balloons, flak and search- 
lights provide the bulk of the 
shoot 'em up action, depicted in 
an unusual bui effective mix of 
graphic styles: detailed drawings 
and filled 3D vector graphics. 
Priced ac £ 1 9.9"S n an Amiga 
Lancaster should be out now 
with ST to follow in a month or 
so. 

And from then to tomorrow 
with Futuresport, comprising 
two types of gameplay spread 
over four scrolling levels. The 
first is a vertical scrolling assault 
course of sorts, while the 
second has the player sporting a 
jetpack m a horizontally scroll- 
ing shoot 'em up to ihe death, 
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'Hunt Crush the Krauts! A daring 
night raid across enemy territory in Actual 
Screen shots' Lancaster. 
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fight for survival 
Itarena of Actual 



■n the ptay 
Screen shots 1 



Futuresport. 



Both levels feature aliens to 
shoot or avoid and e*tra equip- 
ment to aid progress, ST 
Futuresport is in the shops at 
£19.95, with an Amiga version 
following at the same price in 
late August. 

Finally, pining the Amiga ver- 
sion of Virus Killer on CRL's 
Practical label is an ST version, 
also priced at £9 99. It doesn't 
'remember' each new lurgi ic 



encounters like the Amiga ori- 
ginal, however ST VK does kill 
virtually all known viruses ... 
dead. 







►■ Bleep bleep, bleep bleep, bleep bleep 
bleeep... erstwhile Spectrum owners 
may recognise that little ditty as the 
opening bleeps of the Hall Of The 
Mountain King. The platform game this 
tune made famous is rumoured to be 
making its 16-bit debut... yes, Matthew 
Smith's Manic Miner, and its sequel 
Jet Set Willy - on one disk. Who 
and when is currently unknown. 




► The software industry's gone Foot- 
ball Crazy! And Chelsea sponsor Com- 
modore^ gone with it... the company is 
producing Commodore Computer 
Rankings for a new footie magazine 
called Free Kick, distributed free 
each week to 326 football grounds in 
England, Scotland and Wales. Player 
performance is analysed to produce the 
National Football Ranking for the UK's 
top players. The player with the top 
ranking each month gets a Commod- 
ore computer to give away to the 
charity of his choice! 

► Following in the boots of Grand* 
slam's Peter Beardsley, Micro- 
dears International Soccer, 
Ancos Kick Off, Kenny Dalg- 
lish's Soccer Manager and Mic- 
roPro's Soccer there's the 
Liverpool licence to come from 
Grandslam and Manchester Un- 
ited from Krisalis. Not to be outdone. 
Empire (Entertainment International) 
has signed up the silky skills of Soccer's 
Clown Price, Spurs 1 Paul *Gazza f 

Gascoigne 
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Gilbert is back M Drill and feeling very pleased with himself. 

unfortunate I y p the rest of his fellow Drillians are not Quite so happy, in Fact thev are 

green (and slimy* with envy. — 

Gilbert is invited back to Earth to do a new TV series, but to avoid more of 

his bragging the Drillians remove parts of the Millenium 

Dustbin and spread them about the planet, 

you are in control of Gilbert rrnost unusual) and to get him back 

to Earth within 24 hours you have to beat 

the Drillians at their favourite arcade 

gamesandinturn, 

they wii* give vou clues 

to find the missing 

parts on your 

craft. 
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Computer Program 

1*69 Tiger 
developments (Enc 
Ltd. 
C-iibertdiaracter 

Tynel^TVPIt 
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Units 3-7Bai legate 
rndustrtai Estate, 
Rtotefract, 

west TWTSrire 

VW21N. 
W0t55?9M 

RfiDlSTC 

Fax: (09771790243 
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Gilbert-Escape from 
DrllL 

Publfenedbv Enigma 
variations Ltd. 
Produced by 
Again Again. 
Tnls programme and 
Its packaging are 
protected dv Nation* 
and international 
copyright low. 
Ailrightsreserveci 
Again Again, and the 
Again Again logo jre 
tr3d«marksoFTi9er 
devdopmencsiErrc.1 
LciMadeinUK 
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Tins super s J imy game 

will be available on r 

ATARI ST (£19.991, AMIGA <E19.S9],SPEamjMl£9.99l, 

sPEaRUM disc ina.99», cea (E3 ggj c&a disc iei4.99). 

A MSTR A D < E d„ 99 ) , AMST RAD D ISC (£14.99) and WSX IE 9.99 J 

vo u ca n orde r di rect by sendi ng the o rd er form a I o rig w i t h 
a cheque or postal order made payable tO: TJCEG 
developments (6 NT.) ltd. to the address below Ail orders 
will be despatched on day of release. 

Tiger Gey e I o p me n ts U n its 3 -7 , Ba I le yg a te I n d us trial 
L Estate, pontef ra Ct , west vor ks h i re WF8 2 L N — 
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^ PLEASE FILL IN YOUR NAME AND ADDRESS 
OETftl LS ALONG W ITH THE FOPM AT VOU HEO U Iff E 




NAME 

ADDRESS 
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ork approaches completion on the Grand Prix Circuit 
look* like. The Cycles: International Grand Prix Racing, 




Hey California! Land of sun, sea, Holly- 
wood and... Accolade - the latest US 
software publisher to delve into the 
cooler waters of the British market. Using the 
wonders of satellite technology, Christina Erski- 
ne invited the San Jose based development team 
to "make that call 9 . 



In the ephemeral software industry, where 
today $ top ten hit is consigned to next 
week's budget bucket, every software house 
yearns to come up with a game or game style 
with long- lasting appeal — something that play- 
ers will want to come back to again and again. 
At Accolade, developer of such illustrious 
titles as Mean IS, Fight Night and Hardball, 
product development vice president Peter 
Doetorow believes the company has found its 
long-life formula with the Test Drive' style. 
Test Drive, the game which put you behind 



the wheels of some pretty sumptuous torques 
has given birth to sequels, in The Duel and 
Grand Prix Circuit, and add-on disks with 
California Challenge and Super Can. 

Now Accolade is working on a further set of 
extra disks for The Duel, as well as a wholly 
separate game, The Cycles; International 
Grand Prix Racing, based on the same Test 
Drive first person on-screen perspective. 

"I think Test Drive began a trend for car 
driving simulations," says Doetorow. "And 
because the idea proved to be very successful, 



both with Test Drive itself and then wit 
Grand Prix Circuit, it didn't take a rocket 
engineer to work out that we could do another 
one - motorcycles came to mind. That's the 
one sentence story of the product design I" 

The Cycles is currently -being put together 
by Test Drive developer. Distinctive Software, 
which is concentrating on accuracy and atten- 
tion to detail 

"We had to find out details of eaactty how 
these motorcycles perform, and the precise 
specification of each class of cycle, " explained 
Peter. "Some games of this type are simple 
arcade games, but this is very much a proper 
simulation. 

In The Cycles you'll find the Grand Prix 
Circuit's technology refined. We've worked 
hard to make sure that you really do get a real 
sense of being on a cycle- not just of turning 
corners, for example, but also going up and 
down hills. We've also included a tilting horizon 
to further enhance the experience of being on a 
motorcycle - and I don't think that's been done 
before. 

'We've also included varying driving techni- 
ques among your opponents, Some, say P will be 
more aggressive in their driving habits - the 
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Americans perhaps (!) - and you'll be able to cell 
by their racing colours who is who and what to 
expect. 

Not only will players be able to choose their 
cycle, but there will also be a choice of courses 
from around the world: in Monaco, the UK. 
Holland and Japan as well as the US. 

More directly related to The Duel are the 
two latest extra disks: European Challenge 
and Muscle Cars. 

European Challenge is a scenery disk 
providing six typical' roadways across the 
continent. However, it should probably be 
stressed that this is European scenery as the 
Americans see it, and probably about as 'typical- 
ly' European as the Epcot and Disneywor Ids that 
we go to visit are typically American. 

Remarkably enough, the first roadway for 
you to try your driving skills on just happens to 
be * English country side' - 

Accolade has supplied the developers with its 
home-produced booklets and photos in the 
interests of graphic accuracy and to assist in 
creating that authentic English atmosphere. Part 
of the English countryside chapter runs like this: 

"Roiling countryside, a little like California* 
but mellower - the curves are not so tight It r s a 
two-lane road and remember the traffic flow is 
reversed',., (ie r don't forget to put the cars on 
the left). 

'Traffic will be cars like jaguars, MGs, Rolls 



Royces, etc. 

"Scenery should be sheep in a single duster, 
stone walls (goes on to define a dry-stone wall), 
low bushes, with maybe some little yellow 
flowers. Cotswold style cottages (see photo) 
and white and brown timber buildings, " 

You get the picture. s 1 guess this is what the 
Americans think of England," says Peter. 

Other countries to get the treatment are 
Holland (straight, fiat roads with Renauits, Ford 
Fiestas, tulips, cows, windmills and canals). 
Rhineland h an Autobahn, Swiss mountains and 
the French Riviera. 

With Muscte Cars, Accolade is back on 
home territory, in the US of the l%Qs P as five 
classic cars are wheeled out for your inspection 
and enjoyment. AH hold a special place in the 
affections of the Americans that used to drive 
them _ "This really is one for us old guys/' 
comments Peter Dottorow, 44 - and may clang 
a few bells in British memories as well 

The Pontiac GTO> Dodge Charger and 
Corvette Stingray are featured in the condition 
in which they left the factory, with mighty 
engines, and in the case of the Stingray, the then 
highly ungual feature of fuel injection. 

However, the remaining two are both custo 
mised versions of mass-produced car* the 
Shelby Mustang and Camaro Yenko. Carrol 
Shelby was a familiar figure on the US road 
racing circuit, who attained celebrity status with 
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his fine-tuning of Mustangs. Yenko did much the # 
same with Camaros. 

"These cars were able to accelerate brutally 
when they left the factory, but they were made 
even faster by the tuniitg shops/' explains Peter. 
4 'Once modified, the cars would be made 
commercially available - to those who could 
afford them/* 

Both add-ons are due out in Europe in 
October, and initially for PC compatibles, then 
ST and Amiga. 

Moving away from Teft Drive derivatives, 
although not from simulations. Accolade is also 
developing Heatwave: Offshore Supertwat 
Racing, a game based on the relative^ new 
sport of offshore powerboat racing. 

As with the The Cycles though, there are a 
myriad of vehicles and classes to choose from 
before you start the race proper, on one of a 
selection of courses. You race your powerboat 
not just against the clock, but other competi- 
tors as well. 

"We haven't got far enough yet to be able to 
say exactly which courses will appear in the 
finished version/ admits Peter. 

The course at Miami (as seen on TV, with 
everybody's favourite alligator-owning police- 
man) is a "definite 1 * however since it was this 
exposure which helped to popularise offehore 
powerboat racing as a sport in the US. " b Also + it 
was on the Miami course that Don Johnson 



Product development vice presi- 
dent, Peter Doctorow: L we sell t» 
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C powerboits make * splash in 
Heat Wave- 



THESE ARE THE EXPRESS ELEVATORS TO THE 
IMPIOUS FLOORS, EACH ELECTOR IS IS 
EQUIPPED WITH Ar.CARD READER THAT WILL 
ONLY ALLOW AUThUflZEO PERSONNEL ON TO 
THE APPROPRIATE LE'JELS, 



digitised Liberty watches wer New York City In Conspiracy, a mouse-driven 
graphic adventure. 
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became the superiwat champion of the world 
last year" Peter points out. Not a lot of people 
know that. 

Apart from Miami, the choice of scenery 
apparently lies between courses In Detroit, 
Portland in Oregon, and Lake Mead near Us 
Vegas. "We want the locations to be full of 
graphic detail and if it looks difficult to disting- 
uish between locations, well look elsewhere/ 1 

Like the Test Drive series, the screen will 
show a first person perspective of dashboard 
instruments to help you drive (yes, M drive"; 
you Ye a driver, not a captain or skipper) the 
boat, but you'll see die bulk of the action from a 
"helicopter's eye view, above the boats. 

Despite its championing of the 'driver's seat' 
view for realism's sake h Accolade has firm 
reasons for preferring a top-down viewpoint 
for Heatwave, as Peter explains. 

"We try to be as honest as possible when 
portraying any activity, but there is the question 
of what players perceive the reality to be. For 
example, most people will have only seen 
powerboat racing on TV and it is that perspec- 
tive, the helicopter-type view, that they recog- 
nise. If the entire simulation took place from a 
first-person viewpoint players would probably 



not see it as 'realistic' in the same way, 

"It's a reflection of the fact that most people 
do not get to experience first-hand the activi- 
ties that we present. For example, Steel 
Thunder was an Accolade tank simulation - 
now there can't be more than I I people playing 
the game who had been in a tank, and yet we 
went to great lengths to get the correct detail 
regarding the interior of the tank - even though 
the vast majority of players wouldn't know if 
we'd just made it up And that same principle 
applies to our Ferraris, Lamhorghinis and 
offshore powerboats as well." 

The emphasis on realism also means that 
weather conditions are liable to vary - although 
for authenticity** sake the water wiil never get 
too choppy, since powerboats don't race in 
stormy weather in real life, But the wind will 
vary in speed and direction, so you II have to be 
careful you don't flip the boat over. 

Aside from simply driving as fest as possible, 
you also need to navigate around the course, 
which will normally be a case of aligning your 
powerboat with the shoreline. If you wander off 
the correct line N however, and lose sigjht of land 
you II haVe to find your way back again. 

Like The Cycles, Heatwave will be out in 
the autumn, for PC compatibles, ST and Amiga, 

With Synergy, a 16-bit arcade adventure, 
Accolade is heralding "hot news" - it will be the 
first title to be released in Europe before 



becoming available in the US. 

On closer examination, however, it would 
appear that this is a matter of expediency rather 
than brave new philosophy. 'The ST and Amiga 
versions will be finished first, and they always 
sell better in Europe. Still, it's aiso true that 
Synergy is a European-sty ie product - it's not 
baseball or American football, it's an intergalac- 
tic scenario with great attention paid to the 
graphic details and the sound effects/' 

Synergy's plot follows familiar lines of 
navigation and exploration through an alien 
building complex, encountering and slaying 
monsters, collecting keys to open doors to find 
pieces of a circuit board to fit together in order 
to rescue a community in another galaxy. Then 
it's home to Earth in time for tea. 

ik One of Synergy 's tasty features is that it 
can be just as rewarding to play it for a short 
while as in a long session because all the quests 
are layered - you could, say, just find a couple of 
keys and then leave the next bit until next 
time. ,p 

Perhaps the most important thing from the 
would-be customer's point of view however, is 
that Accoladn is 99,99% certain that when it 
hits the streets the game will not be called 
Synergy, "We don't have the final title right 
now, because we're still researching trademarks 
- but come October, don't go asking for an 
Accolade game called Synergy!" 
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The game with no fixed name may boast large 
colourful graphics; but for on-screen realism it 
would be hard to beat the illustrations in 
Conspiracy, which Peter is quite excited 

about. 

- Conspiracy represents something very new 
for the whole industry, Its set in New York 
City and contains 500 digitised scenes of New 
York, In other words, the entire storyline is 
digitised." 

Aside from the digitisation, Conspiracy, is a 
graphic adventure: collect and explore, pickiryg 
up and dropping objects u$ir>g on-screen menus 
of words which you select with the joystick or 
mouse rather than typing in. 

"The object is to locate seven files which are 
scattered around the city; you have to find them 
before either the KGB or CIA finds you, and 
there's a fairly ebborate storyline explaining 
how those files went missing." 



All these titles are due out in the UK this 
autumn - around the end of October, and all 
will be available for PC ST and Amiga, 

Peter Doctorow is confident that each one 
meets Accolade's standards of attention to 
detail and authenticity. "The Accolade philoso- 
phy is to find product which appeals to older 
people. 

"The product is deepen rnore complex, 
requires more di$ks H and has higher develop- 
ment costs and therefore Accolade needs to 
charge slightly more - so we sell to people with 
a higher income. Older may not be the right 
word - more 'mature' perhaps 

il But our simulations, say, will be an accurate 
simulation first, not an arcade game, A title like 
Conspiracy will be more elaborate and more 
realistic than other similar games. Ditto The 
Duel - the experience is one that is more long- 
lasting and deeper/ 1 



The company uses mainly third party prog*' 
ramming houses to develop its games under 
contract - and under close supervision. 

'We normally have a tremendous input into 
our games - we believe that that is necessary to 
ensure quality. We drive the design, the 
graphics, sound effects, musical manual writing. 
Outside groups will do the technological imple- 
mentation - with some creative input of 
course/' 

It's a strategy that seems to work; recently 
Accolade was voted Publisher of the Year by 
the US Game Developers Association, Criteria 
for earning the award included such behavioural 
niceties as 'Showing Respect For Developers' 
and "Training Developers Most Fairly in Con- 
tractual Negotiations', so it's hardly surprising 
that since the award was announced, more than 
a few developers have been beating a path to 
Accolade's door. 





yuer^y (or whatever), navigation ami exploration through in alien complex. 
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Conventional PC graphics as In 
Heat Wave pale beside the 
digitised scenes of Conspiracy (left). 
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Forget the stuffy six-a-side variety, 
two-on-two beach volleyball is where 
It's at, Gary Whitta heads for the 
shore with Ocean to bump, set, spike and 
smash his way to stardom. 



Volleyball isn't as old as 
you might think — it was 
invented in the USA in 
1895 by Willie G Morgan, 
the son of Walsh immig- 
rants, The game was originally known 
as "Minonette" — although nobody 
knows why. 

The game was initially only played in 
YMCA's. and it wasn't until 1946, when 
the International Volleyball Associa- 
tion was formed in Paris, that the 





point Is scored by making the 
ball touch the .ground in your 
opponent's half - but only on your own service. 
Winning on your opponent's serve results in 
the service changing hands. Each time the ball 
crosses the net, It can be touched twice before 
it ha* to be returned. The first to reach seven 
points (with a clear lead of two) is the winner. 




I 

game was recognised as an official 
sport* In 1964 Volleyball became an 
Olympic sport at the Tokyo games and 
Its popularity snowballed from there. 

This recent increase in popularity 
has led to the invention of Beach Vol- 
leyball, a more aggressive two-a-side 
variation on the theme. Originally it 
was played on California's famed Mus- 
cle Beach just as an excuse for players 
to show off their tanned pecs t but it 
has since evolved into a professional 
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Typically, French humuur plays a 
r 



major part in the presentation, 
and it's most apparent in the animations chat 
show the participating duo's voyage to each 
country they visit, The second member of the 
team always seems to come a cropper in one 
way or another - his unfortunate exploits 
include flying into the mouth of the Statue of 
Liberty, being dragged across the desert by a 
stampeding camel and riding on the back of a 
sea monster \ 




he control mode is remarkably 
straightforward - just get your- 
self under the ball and hit fire at the correct 
time (timing is all- important) to either return 
the ball or pass it to your partner. When the 
ball is passed, you take control of your team- 
mate and the same procedure applies. Where 
the ball goes depends entirely on the type of 
shot you play... 
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sport all of Fts own,' with its own 
leaejues, cups and tournaments, 

That said, the coverage of the game 
on home computers has been pretty 
lame — especially on 16-bit. Electronic 
Arts' Kings Of The Beach is the only 
one that springs to mind, and coin-op 
afficionados may remember Dodge- 
ball, a futuristic interpretation of the 
theme which inspired the Bitmap 
Brothers to write Speedbalft. 

Ocean's Beach Volley + put together 
by Ocean's French programming arm Is 
an attempt to put the situation to 
rights. The scene is the Worjd Vol- 
leyball Championships, and to get your 
name on the Championship trophy you 
travel the world, visiting the eight 
participating countries (including Eng- 
land, Egypt, the USA. The Soviet Union 
and of course France). 
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§ he smash is *c ultimate shot, and If you find yourself on the wrong end of one, you're 
in a world of s#tt< What happens is the ball Is passed to the second player who whacks 
it high into the air. Player one then leaps into the air and 'smashes' the ball down o*er the net at 
such an extreme speed and angle that it's almost impossible to return. To aid the defending team a 
cross-hair plots the estimated impact point of the bail while the attacking team prepares to smash, 
but even so r lightning reactions are required to save the point, 






OThe reason why 

Ocean's Beach Volley Lb 
such fun to play is all 
down to its simplicity — 
there's no messing 
here. Just straightforward Volleyball 
action from start to finish. The control 
mode is tricky to get to grips with, out 
once You've got the hang of it it's very 
instinctive - so If you make a mistake 
you know It's you and not the control 
method that's at fault. The graphics 
are of a vary high standard and add to 
the overall feel no end. They're simple 
enough p but just oozing with style and 
humour, from the nude models on the 
beach to the players 1 quiff hairstyle** 
Things are equally folly In the sound 
department with umpteen heavy rock 
tunes and catchy jingles coupled with 
plenty of sampled 'oohs' and 'aahs* 
adding to the enjoyment. The emphasis 
hers Is on fun. and there's certainly 
more than enough of that on show. 



PRICE 
RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABIUTY 

VALUE 



£24.95 
Out Now 
87% 
89% 
ob% 
62% 



OVERALL 88% 



This version is due for 

^^ m J release within the next 

|l ^B few weeks at a price of 

CI 9.95. There aren't ex- 

■^■■■1 petted to be any major 

differences, apart from a few changes 

In the colour and sound departments. 

Jj^k This is currently under 

^^^^^V consideration, and if it 

« J P"» gets the go-ahead, we 

^^^■^^r should see something 

^^^^ by later on In the year 

or early 1990 at the latest. Stay 
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• Full compatibility with all Atari ST 
model*, Amiga SIM) & Amiga 1000 

• fbp quality Citizen drive mechanism 
«/* One megabyte unformatted capacity 

• Eitemal plug in PSU (Atari ST) 

• Thruughport (Amiga) 
v* Very quiet 
•^ Slimline design 

• Colour matched to computer 

• Long cable for local ion 
either .side c>F computer 

1/ Full 12 months guarantee 



Don? forgefnUI prices shown 
include VAT and delivery 



including VAT and delivery 
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All our 3T prjces include mouse etc plus 5 disks o1 

&G-hwar@ including Firsl vVcrd '.-JEjrclnrpce&if.or ulili|iP5 

NeochroiTie f|h,^|>hic- uiihrv. eja'tie bind dfrmos 



520 STRIVI POWEF* RACK 



Amazing value. iJI-new 

pysEiDk. mouae r ggar Qulde. $ dlaltg of puWtc <k>iiiajn aoffwaru, 

cnait-ltippiftg suttwuro worth cvor £5001 Software included ti 

R-7vp* Paorana 0m Run Nebuijs a If 

tttfiffeUrTAf aa^ltfyr Boirfcuzal Slarooase "" 

HIM Dfagafl Super Huey Xercr Fif^l Music ft->r 

£yp&rHan£m EkninaSor Gaunld |l Fist Bhe jwi 
Space Harrier Predator Black Lamp Onjante* 
DtfMlgndflf Bombay flamy 



T pjckago ln>m Atari I Includes 52GSTFM wllh \hrfc drhra, 
plus an Jncrodibla sotoction o1 



, £359.oo 

OH/y inc VAT & delivery 



includes 520 STFM wrth iJyitj drive, over £3620 worth of software, joystick, mouse, 
U^ur Guide mid 5 disks of Public Domain Software. Software supplied includes. 

Suralktar I & II Flywm gfiart Tractor 

Cafrl»r Cuniniarid fUinllriiii Virus f « j— 

MBfbJB MadT16AA T&kI DMvh Chopper X OOTTl0 ^^^W 4 ^B 

Beyond loa Palace Bfawrv SOf narwa#na. - %- k I ^J rtrt 

ThunderDais QuaSfralten iilarauaxa DHCO' 2— «J I ^3 .UL 

Sunnier Olympiad Xenon Hi " ', ^e^^ ■ ^p-«*#W 

SMA^sr, £^5.0* ^SS^ °"^ 'nc VAT & delivery 

Ikfljl Warrwya 7yri.ipg; C-t^iL-Kittr 

520 STFM with 1Mb inlernaJ dfivs fitted -.. ., ... „„„„ E2G9.0Q 

1040 STFM with built-in TV rnodirlalof ., PW , £399.00 

1040 STFM including joystick plus all extra snftwara ss 

supplied with above described "520STFM Super. Super Pack' £419.00 

1040 STFM Hyper Pack^ including H Hvper Paint 1 , 'Hyper Draw', 

First BASIC' and 'Organiser' software, plus £50 sottwar e voucher £429.00 

^,WB»MW^TailJJljJ.ilJillJ.l«JIIJLWlMl,M.BII.1i.Wa.lWMMIH.I. t .»!n«IM 

Men^ STi wrth monochrome monitor ,.,.,,,„,„.,„ ,.„..„. „... £599-00 

Mega ST2 with monochrome monitor „„„.„,..„.,.,...,....« £843.00 

"Super Pack software' 21 Games as supplied by Atari r ,-, r ..„ „....„... £ 60.00 

520 STFM 1Mb iniernal 3-5" drive upgrade kit inc. full instructions £ 74.96 

Atari suit 24 monochrome monitor .„.„.„„.„ „„ „„,„., £11900 

Atari SCI 224 colour monitor ,,,,. ,, ,..„.._._ „„, £279.00 

ITT CP3223 1&.5" TV/Monlior with rvmole control. Inc. ST or Amiga lead .... £229.00 

Ptiiiips CM8833 14" colour monitor c/w ST or Amiga lead „,„,.,.„, ,...„... £229.00 

PnlllpS SCMB652 as above, hiyher resolution „ , , £25^.00 
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PYE 15" FST 
TV/MONITOR 

(MODEL 1185) 



Superb quality, stylish medum 
resolulicn FST colour TVj'rnqni- 
to suit thfl ST or Amiga. 
eaturas tfllete^l, full in(ra-rad 
mole control. Euroconnedoi, 
daa-'Audio input and head' 
hor-.ti outpul connedora, 4C 
nor pr&s&l& r -external aerial 
finactor and loop aaria-. Sup- 
ad wllh cable (please stale 
iputer type wranwtiaiifjg). 



GREAT 
VALUE ! 

£269.00 

inckxta VAT 
and computer 

connection l*od 



All prices include VAT, delivery and cable 



Slar LC10 besl-sellhng 1 44/36cpa 9 pin, 4 NLQ Ionia, Inc. 2 extra ribbon* liee — — £1 69-00 

StAf LC10 7-oolour version ol atwve printer. Inc. 2 astra black ribbona £239.00 

Slar NX-15 budget wklo carriage 9pin printer „„„„„. £319.00 

Star LC24-1Q leature-paehed 10" multltort £4 pfcn printer „„„.„- £319.00 

Slar NB24- 10 great value 10" 24pin Inc. out sheel leeder • 2 extra ribbona ,„„„„ t4^Q.QO 

Slar NB24 15 wide can". version al NB24-1Q inc. cut sheet feeder £649.00 

NEC P2SO0 budget 24pin, 10" carriage l68/&BerM £319.00 

Atnstrad DMP$16CVIiaypiLIL gpHn, 10" camaoe ,„„„ ,„...,......,..... £1*&j00 

Amstrad uOaSOO 1 0" 24ptn witn bo^nsarial and parallel intertace? .. r . rrr ^579 00 

Panasonic KXP10S1 reHlaUe brjdflcl 1 0" prinler 1 20/24 cpe > ^^, uwmmwH ttMlO0 

Panasonic KXP1180 new, extiiirig high Spec, mutt I lent Spin 10" ■ , £199.00 

Panasonic KXP1124 supero value 10' rtiullilOrtt 24 p^n with 6 typeftlylW p £319.00 

Epson LXsQO popular 10" iao/2^cpe ...„£lSS,00 

Epson LQ500 ffood £4pln printer 150/50 cpa £319.00 

Citizen 1200 mod value 10" 120 cp* .C130jO0 

CiKzen HQP-45 bargain 24 pin wida c-arf1fl#ftprln1rtr EJ0fl .00 



AMIGA ACCESSORIES 



A&0 1 RAM / Clock expansion unit lor lh& Amiga 500 - £1 29 .00 

ExtemaJ 5.25* 40/30 track swilchabla (Loppv drive „„„„ £114,95 

Project 1 D' drsk backup utility „„ „.,, £34-95 

X-Copy new dish backup utility ,, „. ,..,, £27.95 

Vortex 'System 2000" 40Mb hard disk, with Interface & software £529,00 

ITT CP3229 16,5" TWMonilor with full rerrWctri & SGART caWe £22900 

Philips CM8S33 ootoor monilor. c/w Arnica cable ... JB £229-00 

Philips CM8652 colour monitor as above, httfior resolution E259.00 

Amiga 500 dust carver 4 , £4,95 
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NOW 
AVAILABLE! 



VWAiATF 
ATARI ST 

DISK 
UTILITIES 

SOFTWARE BACKUP incorpo rating turbo nlbbler 
Version 5 backup incorporat&s a very lasl and powerful 

menu -driven backup utility Makes use- of aJI available 

drlvea and memory. 
SO SOFTWARE BACKUP PARAMETERS 

Mow with 80 individual parameters to backup and 

de-protect even the toughest of protection schemes! 
FAST BACKUP VERSION 2 

Will backup a non-protected disk very speedily, using 

'File Al local ion Copy' locliniquQS, 
EXTERNAL DRIVE BOOT 

Allows many programs to startup from drive B. 
ORGANISER ACCESSORY 

Providing extremely use! u! disk management commands 

under one desktop-based accessory, Including 

FORMAT. RENAME, DELETE elC. 
SHOAL FORMATTERS 

Increase your 3.5* disk user storage capacity by up to 

25% and Improve access speed by up Id 30% with these 

two new disk lormatters provkJecf I 
RAMDtSK and SET DATE/TIME accessories. 
pius UNDELETE, DISK ANALYSIS, UNFORMAT 

DISK SPEED CHECK and much more ! 



Only £28.95 



Existing user* - upgrade your A 
Dlsector 5T disk tor only nss 



3.5" Disks 



10 Bulk packed OS/DD 3.5" disks 

with labels, fully guaranteed E1 1 .95 

25 bulk disks as above ., „„,„, £27 95 

10 disks as above with plastic case .„.„„ £1395 

2b disks as above, with 40 capacity 

lockable storage unit ...» ».... + ... + £34,95 

Kodak DS/DD 35" disks, lop quality 

sslorafle media, fully guaranteed. Box' of 10... £17.95 



How to order from 




Vf. 




Phone us with your 
ACCESS or VISA 
card details on : 

-B 0386-765500 



All prices Include VAT and delivery. Express Coyrltr dtlivery E5.00 extra. 



[W| Stnd chtque 3 Postal Order 
^ or ACCESS/VISA cant details 



Govt, educ & PLC ordfr* welcome 

Same day despakh wbeMVfer pOAsibk 

All goods subject to availability L&O.B. 

Open te callers € dsys» 9J0-5 JO 



Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 

WORCS WR11 4SF 

® 0386-765500 

fax 0386-765354 
telex 333294 



Atw oT; IT61 Pcnhort Rd_ Colleridtt, BirrnngTiim B34> 3HM Trl: All 4S* 45ft4 
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his it one of those levels on which all those lives you £ ; 
. had left really start to fritter away - jumping from fcj 
one platform to another and collecting all the yellow fuel * 
capites isn't quite as easy as it looks. There's a very tight time j 
lim^tp so if you want to avoid premature vapourisation you have ] 
to be extremely sure- footed and quick with it. 
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ati Hamza gets a run 

for her money in Im- 




F* • • i ;.BnTJJ1^':J L 

, JlK'i fM 



pressions 



mixed 





, wif 




m 


i.-'8* 


h '• '■■■ jjf " ' 


L ■ 




I 1 








i 


. . . ?=-.■■- 


Kh.**^ t 




! 



bag. 



JfHfH 



Tfc • •«Ptf* i "' ,| h S H ? * 



^in ■■■■ "NMifMHU 



!• ■< 


IPf 


* 


"lifrflj'i 




1. 


1 

1 


liill 





— - t's that old, old story. Boy meets 
GirL and they fall in love, Every- 
thing's fine and dandy. Then Boy 
turns his back for five minutes 
and Girl gets kidnapped by 
Baron. Under normal circumstances 
getting Girl back would be hard 
enough, 

Unfortunately you and your true 



mmmmmm 



one or two 



And what all that boils down to is a 
hotch-potch of 30 or so progressively 
more difficult mini-sections combining 
all the old favourites: platform game, 
Breakout. Operation Wolf horizontal 
scrolling shoot n em up r~ 









*.3P 



± * *v- 



-«**■ HlWt* 



£ 




Mji ±:ski|! 



.4 fj 



iii wwwjpm i h 1 1| II U w*WW** " I " UMIH I I I 'i 
■t wi f ui* ^^mm v mM»dart t fa * H H tw W "ii( H U T 
i ii i * p M i > t | 1 1 ■ ■>>! ■ M < m m m m ** i* wt m t ■ *>* * ** 



3SJBJSIC 












twuM^f •■■• ,1J * Hl 






Mh^M* w h ff * »*»' >^ ii *m" > , . fc f!a i g*!i!g£L: 



■ ■■mi .a. ■ i^^i^ mit ji^ h'im'i ■ i^rimfch t i 



■ ■-■■■ 



j j j- - 1 iHfrppf-- 1 - 



■H M+W+** ■ - 






^ >4»U^M * * rt* *» ***** i " 

Ljn.t.tjrt/. - - - *+*#++ *»h » 



JUUHWH LP mi W**** M ******** f*^ 



rtui*^ nri^ * i r - ",*■ 



T ii i- i ' r -" tk 




A 




■■■ 



X t IX ^- 












i 11 M l HI ■« I i iffl lllffl 



^^■Rr.^f^v. 



■■■■ 






f 9£Mk 






*%m 



&*$&** 



| M^%t 















■*«■■■ -+2*j*h 




. 1 1 L f ► ,j 






. nt( 


















*8 



itting the stripy bricks sends 
.different capsules floating to- 
wards you- Catch them lor a variety of effects, 
such as double ball, fireball or even a warp to 
(he next section . 



£Z2£ 




hii bit's easy, just position _ 
I cursor and blast as fast as you 
can. Reaction time is the key. the longer it 
takes to blow a monster away, the less energy 
you have lef t + 

^*f It's easy enough to reach the first 

^^ I end-of-level guardian but after 

Chat the going gets progressively tougher. The 
shoot 'em up sections, which actually count as 
two of the six different sub-section s p not one as 
you might expect, are ChaHou Of Wrath's most 
demanding parts. 

ach game section gets you that 
little bit nearer the Baron's 
stronghold and your one true love* As for 
where you are now - x marks the spot! 
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Original it may not be, 
but for a game which 
consists wholly of gol- 



oldies 



bundled 



together 



brother for the likes of Lazy Jones — 
remember those ?> Chariots Of Wrath 



Somehow you can*t resist waiting to 
it. Whnt'^ obvious 
from the start though, is that some of 



ance th^n others, i-uj 
really not that much to the Breakout 
game; a greater variety of bonus cap- 
sules wouldn't go amiss- The Shoot "em 
up action on the other hand, has 
enough different alien formations end 
weapons to ensure frenetic and re- 
warding gameplay. As some arcade 
sections are much easier to complete 
than others, you end up playing the 
same levels over and over again only to 
find yourself dying on a really tough 
ontr A password system would defi- 
nitely have improved Ion tj- term paya- 
bility. For hours of addictive, old' 
fashioned entertainment though, you 
can't fault Chariots Of Wrath. 



PRICE 
RELEASE DATE 

GRAPHICS 
SOUND 
PLAYABLLITY 
VALUE 



£24,99 
Out Now 
75% 
49% 
75% 
50% 



OVERALL 68% 



There shouJd be few no- 
t (cable differences be- 
tween this and the ST 
version — in fact. It 

r 

should be in the shop** 
by the time you read this- Meat surpris- 
ingly, it also costs £24.99, 



^ J 
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^^t Cl hoot the black weapon pods and 

^T/l ^^ ^Ppkking up the capsules ttiey re- 

lease to transform your modest little pea 



with outriders and wing extensions. Sadly p the 
best weapons tend not to last too long. 



Oh clear. No news i 
good news, and unfor- 
tunately there is new_ 
for PC owners... Im- 
pressions has no plans 

to convert Charkots Of Wrath to the 

MS-DOS compatibles. 
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ST AMIGA 
Advanced Rugby Simulator .... 15.95 

Afterburner .. 15.95 1995 

Airborne Ranger .. 13,95 ----- 

Airball -*- 13.95 

Albedo.... „.,. -™ 1395 13.95 

Alien Syndrome -„.„...«.«- 15 95 16.95 

Alpine Games.... ....*.«< 6.99 --.-- 

American Ice Hockey , 1395 16.95 

Archipelagos ... .... - 16.95 16.95 

Archon Collection «,- 13.95 

Artura . ----- 1595 

Asteroid Delude 10.49 

African Raiders PHONE PHONE 

Alien Legion «.«.. - - 16.95 

Arthur... - • ■«. - - 16.95 

BAT 16.95 16.95 

Baal . ....„.„,„„„.„ 15.95 

Battiehawks 1942 19.95 19.95 

Balance of Power 1990... 16.95 20.95 

Ballistic ™ ...., 1395 13.95 

Barbarian 2 24 95 

Bards Tate 2 ■ 15 95 16.95 

Batman ................. .„ 13.95 

Bismark „ *»™. 16.95 

Beyond Zork . ».„»«, ----- 1 6,95 

Blasteroids .... 16,95 16.95 

Blazing Barrels,.,, , . -.- 1395 

Blood Money -»- ...«.l... - - 19-04 

Bomb Disposal PHONE 

Bombuxal... »- 1395 13JBB 

Sorrodino.. „.,....... 20,95 

Br idge Player 2000 „ 14.95 16 95 

Bubble Bobble...,.., 13.95 

Battle Chess 16.95 1695 

Battletech..... 20.95 2095 

California Games ----- 13-95 

Chessmaster2000 16 95 16,95 

ChuckieEgg 13 95 13.95 

ChuckieEgg2 ..... 13.95 13.95 

Computer Hits Volume 2 --.- 13.95 

Cosmic Pirate .- 13.95 

Crazy Cars 2 13.95 1695 

Custodian., .„ 15,95 15.95 

Cybernoid ...» 13-95 

Cybernoid 2 13 95 16.95 

Daley Thompsons O-C. 13.95 16.95 

Double Dragon — 13,95 

Driller „ ..„.. 16.95 16.95 

Dragon Ninje ». 15-95 -.- 

DN A Warrior -.- 1395 

Dragon's Lair (Imb) --.-- 36.95 

Dungeon Master (1 mb Amiga) . 16.95 1 6-95 

Dominator...., ,,. 16.95 16.95 

Elite ..„. »..**. 1695 16.95 

Earl Weavers Baseball -.- 16.95 

Elf , „, 13.95 13 95 

Empire... ,.,.,„„„._... 1695 16.95 

Espionage , 13.95 13.95 

Excalibur .,.,,... - p»» - - 10.49 

F16 Falcon ,„.„, 16-M 20.95 

F16 Combat Pilot.. 16 95 

Face Off ... « - - 10.49 

Fernandez Must Die... ..,.. 16.95 16.95 

F.OF.T 24.95 



Ferrari Formula One.... --- — -- 

Final Command, 16.95 

Fire Zone „..„„.—.»... 16.95 

Fish - r 16.95 

Flight Simulator 2 27.95 

Football Manager 2 13,95 

Football Manager 2 Exp Kit 10,49 

Forgotten Worlds .,, 16-95 

Fright Night. ....,..,, 

Fusion 16.95 

Galdregon's Domain... 15.95 

Game Over 2 13,95 

Garfield (Winter's Tail)... 13.95 

Guild of Thieves ,,,.,, 16.95 

GFL Americam Football „ 

Gold Hits - 

Coldrunner 2 .,, ----- 



Gunship 



16 95 



Human Killing Machine 1395 

Honda RVF 750 PHONE 

Hellfire Attack 13,95 

Helter Skelter..... - 10.49 

Hit Discs Volume 2 16.95 

Heroes of the Lance ..« ----- 

Hollywood Poker Pro ,... PHONE 

Hostages., ... 16.95 

Highway Hawks... - -- 

Hyperdrome - 

Incredibie Shrinking Sphere. 13.95 

International Karate + 16.95 

Iron Lord , ... 16.95 

Jet........... 27.95 

Joan of Arc ,,..... 1 595 

Jug „»»„.«». 13.95 

Journey .«.«. ■»* - 



AMIGA 
16-95 
16.95 
16.95 
16.95 
27.95 
13.95 
10.49 
16.95 
16,95 
16.95 
15.95 
13.95 



16.95 
16.95 
13.96 

13,95 



10.49 
16.95 
19,95 

1695 
13.95 
13,95 

16 95 
2095 
27.95 
1995 
13.95 
20,95 



Jaws, 



15.95 PHONE 



Kennedy Approach 13.95 

Kenny Dalgleish Soccer 13.95 

Kick Off - -- 13 95 

Kristal ....,„.,..-. ...— ----- 

Ku!t - .— 1695 

Lead erboard Collection Birdie. 16.95 

Legend of the Sword 16.95 

Little Computer People .„ 8.98 

Live and Let Die PHONE 

Lombard RAC Rally 16.95 

Lords of the Rising Sun --.-- 

Licence to Kill., .... 15 95 

Mega Pack «.». 16.95 

Manhunter New York.. -.- 

Night Hunter... ., 16,95 

Night Raider 1395 

New Zealand Story... PHONE 

Operation Neptune , 16.95 

Operation Wolf . ,.. 13 95 

Pacland ....... — 13 95 

Fecmania ,. 13.95 

Police Quest 2 ».«. 16.95 

Populous - 19.95 

Powerdrome ,.,„, 16,95 

Precious Metal ....*... .,-,., 16.95 

Prison .., .» 13.95 

Puffys Saga „..«« 16.95 

Purple Saturn Day .,, 16,95 



1695 
13.95 
13.95 
20.95 
16,95 
16,95 
1695 



1695 
2095 
1595 
16.95 
20.95 
16.95 

PHONE 
16.95 
16.95 
13.95 
1395 
20.95 
19.95 
16.95 
16.95 
13.95 
16.95 
16.95 



Phobia ....f. 3 16.95 

Question of Sport — .- 

Questfor Clues 1 1-95 

R-Type ....„ 15.95 

Raffles « .....,..., ».- 

Raiders ..,....,.. - -.— 

Reach forthe Stars 

Realm of the Trolls .~« 1395 

Ringside..,,, ...., 

Roadblaster ......... — - 

Robocop ,..,„.,„.., 13.95 

Run the Gauntlet 16.95 

Scenery Disc? ,.,..., 13,95 

Scenery Disc 9 

(American W .Coast)...,.,.,.. ... 13.9S 

Scenery Disc 11 « 13.95 

Scenery Disc Japan.., 13.95 

Scenery D i sc Wester n E u ro pe . 13.95 

Scrabble Deluxe .. 13.95 

Shadowgate 16.95 

Silent Service ■„ 16 95 

Skate or Die.,, ,.,..... 1695 

Shoot em up Con. Kit , ,„. --.-- 

Skate ball „.,„.... ,....,. 

Speed Ball ,.-, 16.95 

Starglider2 16.95 

S, Davis Snooker 13,95 

Stormtrooper ri _........ ,,. 1395 

Silkworm, ,. 13.95 

Savage,.. - .*»«. -•- 

Strike,,. .« ^0.95 

Strip Poker 2+ ,,.... 10.49 

Strip Poker 2 t Data Disc 1 6.99 

Super Hang-On 

Superman , 13,95 

Skweek- -^ 15.95 

Super Scramble 14,95 

Teenage Queen 13 95 

The Last Trooper 6. 99 

The Real Ghost busters.,.,, 13.95 

Time Scanner 16.95 

Typhoon Thompson ,, 15.95 

Tom & Jerry. ■ 1695 

3D Pool Challenge.,,., 1395 

Ultimate Golf 1595 

Verminator. 16 95 

Vindicators 16.95 

Virus Killer ,.,. 8.95 

Voyager 16.95 

Warships.,..., .- 16.95 

Willow 16.95 

War in Middle Earth 13.95 

Weird Dreams 16.95 

Wrangler ,. ♦*. 10 49 

Waterloo .* 19 95 

Wicked - - ■ - PHONE 

Xybots , -M... 15.95 

Zak McKracken 1695 

Zak McKracken Hint Book 1.95 

Zany Golf > — - 1695 

Zork Zero ., 

Test Drive 2 , 

Dark Side..!.. «„■„„ 17.95 

Bio Challenge .„... - 17.95 



Phone: Call 0476 591040 24 Hour Service with your Access/Visa Details. 



1695 
1395 
11.95 
19.95 
16.95 
13.95 
16.95 
16.95 
16.95 
13,95 

1695 
1695 

16,95 
16,95 
16,95 
1695 
13,95 



16.95 
16.95 
16.95 
1695 
1695 
13.95 

13.95 
1695 

10 49 
6.99 
1695 
13.95 
15.95 
14.95 
13.95 



1595 
16.95 

15.95 

16.95 

3.95 

16.95 

1995 
1395 
1695 
10.49 




Alt prices include VAT at 15%. All Amiga and Atari hardware available How to order- Post: Send cheques, 

PO or Visa/ Access details to the address below. 

TURTLESOFT Dept THQ, Unit 3, The Old Malthouse, Springfield Road, Grantham, Lines IMG31 7SE- 

Subject to availability; all items are despatched within 24 hours. E&OE, 

Cheque orders require 7 days clerance. Just because you don't see it - doesn't mean we haven't got it - please ring for details 

Please make cheques payable to Turtlesoft 



i aafct 



ub-JkJL 



\f- !■■■■■ d 



* - ■ - 



fr i n_i^M^^y^nMffc^ir ' - •-• ' * 



- ■ ■ ■*■■ - 







JbMaUmSm 



to ■•'--- 



■ ---i-^ 



— M 




•3 


|1| ■"«* *h-» 

«ui i^lllBBMMfci ... 








Jflb^jL 


i'^ii t«-» * i< -* 


w JFi* r 



« * e ' F ft ™ I 




- W.J 










nfl 




-«« 


F| 


■ 


* 


" fc i i 








■.*»/t4H 










•'ft 5 










> i 


i 


* 




4- 


■ J 





5 r 

: S. J ■ 
i i, ™ — 



t4 = 



^ «i b 
3"" .p. * 



**1 



_.- — 






Mi 


i 


"■M 


P 






'*<.,,. 



w 





i 






















' 









' 



^ 



v M ' 



■ 



►3. 






k * It 









ttl ' 





li &. 




-' 


*, 




















• HI'' 




3 =18} 

5" » 2 




HI 4 ! 






8 



S.S 



K * " ^ 



hi 



n ^ =: ? 



$5 



m 



it* ."tMllli iM% 



6 ^s 

is" 



a- fl 

3" 9 



in fill 

li! 



1 



n s 2; 

3-H T3 



Hii*t 



n 



► 



z 

si 

5_ M O rt 






».u}i 

oa3 



** 

M 



3 3 2 n 

fill 

3 5 1 



1:3 






is 



I 



1 

m w p+ u i* y ft 

irum 






*SI-B 



■islHi 



~£ 



| * < St C ft 

_ * « | e s 
I 

ft 

A H It 



•is 

3 5 



2" t 



tU*** 




rttif >■ I n ' - -~^- 



».!■.- 





ct E 



UJ 

4 
Q 
u 

u 5 

£ u 

a. ir 



# # * * 

«> pf» q- in 
jj ai oi co 



m 
u 

X 
Q. 
< 



13 VI 



> 



m 
< 
> 

a. 



UJ 
3 

5 



m 

0) 

-i 
< 

> 

O 



-ft J 



f 



:\ . 






8 






WW 

* £ £ -2 z 
I I 

* "til, 
**!■* si S 



Ii-t« 








■ ibid MJ^l 



±* ,-*.*. 



— --— ifila 



I 



YUPPIES COMPUTER CLUB 

81 THURMOND CRESCENT, STANMORE, 
WINCHESTER, HAMPSHIRE S022 4DH 
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An amazing offer for ATARI ST and AMIGA owners. 

AMIGA 

Vixen Nigel Mansel 

Code 101 Code 102 

C3.95 £5.95 



ATARI ST 



Afterburner 
Code 104 
£11.95 

Rampage 
Code 201 
C4.95 



War Zone 
Code 1 05 
£2.95 

International 
Karate Code 202 
£595 



Championship 
Football Code 103 
£5.95 

Championship 
Baseball Code 106 
£595 

Rolling Thunder 
Code 203 
£4.95 



Crazy Cars II 
Code 206 
£9.50 



Super Cycle Afterburner 

Code 204 Code 205 

£4.95 £995 

CHOOSE FROM 1 GAME TO ALL 6 

If you don't see the title you want advertised here, just write to us with a choice of 3 games and we will send you a special introductory 
price on the games of your choice. 

Join Yuppies Computer Club and get most Atari ST and Amiga games for an amazing discount of upto 60%. As a member your only 
committment to us is to buy 1 game every 2 months. Your Membership is valid for 1 year after which time you may cancel. Just write to us 
and we will cancel it for you. 

PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO: YUPPIES COMPUTER CLUB (add £1-50 p&p to each game you 
purchase) 

Atari: Code 201 202 203 204 205 206 

Amiga: Code 101 102 103 104 105 106 

Please circle Code No, of your choice of game . 

Mr/Mrs. Ms:. . Address: 



Parent Guardian Signature (if under 1 8)_ 



Post Code:. 
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SUPERVISION ELECTRONICS 



13 Mansfield Road, Nottingham NC1 3FBTel: 0602 475151 



PC ENGINE 

PC ENGINE PRICE LIST 

PC Engine Pal 1 Version with One Free Game {works 

on any T.V.) 

EX-1 Joystick 

Auto Fire joypad 

5 Flayer Juyshck Interface 

PC Engine Interface Unit CD-Rom System with Two 

Free Games 

PL ENGINE SOFTWARE 

R - Type 1 

Drunken Master 

Namcot Baseball 

Chan & Chan 

Wonderboy in Monsterland 

Victory Run 

K Typft II 

Galaga -SB 

World Court Tennis 

Alien Crush 

legendary Axe 

Fantasy Zone 

Spare Harrier 

Vigilant 

Dragon Spirit 

Walura 

Son & Son M 

Dungeon fcxplorer 

Motoroader 

P47 

¥u Yu Insect 

Nee romancer 

Fl-Pikit 

Winning Shot 

Rainbow island 

(Rubble Bobble II) 

L>enanu*i 

OutRun 



Altered Beast 
Allerburner 
Flying Shark 
World Court Tennis, 
Deep Blue 
Tiger HmIi 
Monster 1 Path 
Ninja 

Thunderblade 
Shinohi 
Twin Heti 
Ninja Warrior 



Wtth shipment tO/WJ in from Japan every J kvwfcj, a 
lot more latest games are not fisted for the latest up- 
date pfease ring us on the above number. 

SEGA 16 BIT 

Sega Megadrivp Software 

Altered Beast 

Spare Harrier II 

Thunderforce II 

Super Thunderblade 

Alex Kidd 

Baseball 

With shipment comes in from Japan 

every 3 weeks, a lot mora laiest 

games are not listed for the latest 

update. Please ring u* on i he above 

number. 

NINTENDO 



Ghosts Yt 1 Cob I ins 
Star Soldier 

|,u kal 

Top Gun 

Bomb Jack 

Solomon's Key 

Double Dribble 

Double Dragon 

Ninja Boy II 

EH) Days Around the World 

Mag Ma* 

Super Mario III 

Super Mario Bros 

The Legend of Kage 

Arus 

Twin Bee 

Might Bomb lack 

Craz Island 



King of Ghost 
1943 
Soccer 
Contra 

IV1..II 

Kamov 

Sumo Wrestling 

Goonies 

Wrecking Crew 

Labyrinth Temple 

Spelunker II 

Satan Den 

Pro- Wrestling 

Maze Song 

Galaga 

Ghost Club 

I -I R<ice- 

Renegade 



Elevator Action 
Battle City 
Green Beret 
legndary Wings 
Miracle Stone 
Metroid 
1942 

Operation Wall 
Star Force 
Son & Son 
Ninja. R Ukende-n 
Nang Wan Do Si 
Godzilla War 
Delia Force 
Donkey King 
The Black Bass 
The New Type 
Cyrodine 
Lay* 

Rainbow Island 
Salamander 
Super Detective 
Love Fight 
World Soccer 
Roiling Thunder 
Grudius ll 
Godzilla 
Space Harrier 
knight Rider 
Ice Hockey 
Top Secret 
Bubble Bohble 



!■■ | iunnVfr 1 
Northen Ken 
B-Wings 

Heaven Adventure 
The Goonies II 
Tiger Heli 
Arfeanbid 
Super Chinese 
Dragon Spirit 
Donald Duck 
Fighting Road 
Mighly Atom 
Magic Island 
Cobra Command 
Super Mario It 
Mario Bros 
Donald Land 
Spx-Aso 
Gunsrnoke 
Bomber Man 
Bomber King 
Adventure in 2100 
Mickey Mouse 
Infant Nlflfl 
Star Wars 
Melal Mghl 
Alien Syndrome 
Melal Gear 
Fantasy Zone II 
Air Wolf 
Super Samurai 



(nyslick £15.99 to £24.00 

loypad £9 99 to £15.00 

Aulo Fire Joy pad £21.99 

Family Computer Disk 

System , - C&9 -W 

Nintendo family Computer. ..,,,£110 
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RETAIL, Dept THO 

'Laceyi' 

76-78 Station Road 

Port Talbot 

W. Glamorgan 

South Wales SA13 1UP 

Tel: (0039) 999336 

TITLE ST AMIGA 

Airborne Rmw „ .„.„ ,„., -. . . 16.79 16 79 

AQu&&1iartOl£pWl ., 1364 16 79 

AmtgaGoW Hils , 16 73 

Archipeiagos 16.79 16.79 

Anfltfyta » 13 64 -13-&4 

Baa . 1364 13 &4 

Batman 1364. ...13.64 

Bard ■& TalG 1 0M|, ..1673... . .167* 

Battle Hawk& 194? - 16.79 16.79 

B.AT 16.79 16.79 

BalenoeoFP^*«r19SO ., 16.79 16.73 

Balnstiks. .«... 13-W 13.64 

Bartarian II (Palace) 13-W - 13 ^ 

Battle Chess 16-79 ...... 16.7& 

BiaChaiiange... .. , ia.6* . i679 

Biome Commando 13.64 ... ..16.79 

eiastertiid& ... .13.64.. 16.79 

aiackLarnp *3.64 13.64 

RIondMorwv- 13-64 13.64 

BtfbuzBi 16.79 16.79 

BuggyBoy ..„...., 13.64 16.79 

Bubble Bobbta 13.64 13.64 

Carrier Commander...., 15-79 16.79 

Combat School 13-64 .16.79 

Corruption .,„.. 16.79 16.79 

Cosmic Pirates 13.64 13.&4 

CufiloAari ............13.64 13,6* 

Crazy Cans H 16. 79. ........ 16,79 

Cybemoidll 13.64........ .13 &4 

DarkSida\„ Phone; ..Phone 



THE GAMES SHACK 

"FOR ALL YOUR SOFTWARE REQUIREMENTS" 
TeL (0639)894211 - 24 Hr. 



MAIL ORDER Dopt THO 

6 Phoenix Avenue 

Margram 

Port Talbot 

W. Glamorgan 

S. Wales 5A1 3 2L5 

Tel: 10639)894211 



Deknce Fsini III 49.95 

D&oasElile ....,.„.,- ..16 79.., Operation NepflMne _ ■ 1 °-^j 

Denan& 1364 

Dragons Laif - 29.99 

Otagon ISlinja „„„ ...13.64 16.79 

Double Dragon .. . ,13.64 13.64 

Dur^&on Maste* - 16.79 .1679 

Driller , ... ..........16.79.. B .... .16.79 

Elne ... - 16.7&. .16-79 

Eliminator - 13.64 13.64 

Falcon.. „..., ....16.79 .19 95 

FlftCombalPifcal ..._... - 16.79 16 79 

Fernanda* Must Die 16.79.... 16.79 

Fed Of Free Traders t 19-9$ 19.95 

Fish ... .. , . 16-79 16.79 

Fire4Fon»l -16-79 16.79 

FwgottonReHlma 1364 13.64 



TITLE ST AMIGA 

Football Director II 1 3-64 1 3 64 

Caunlletll - ... .1364. 

GtifftaniWing 13,64... .....13.64 

Guerilla War ,-.., - 13.64... 16 7fl 

Gunshgi ,..16.79 

GoldnjnneMorll 13-64 13&4 

Oryzdr..,.. - ...» 13.64 16.79 

Ghosts and Goblins 13.64 16,79 

Hostages ™ -16.79 16.79 

Interceptor .-.. ...-. 1^79 

IK+...T. 13.64 ,. 16.79 

JrHemalional Soccer ,. , - 1 3--B4 13 64 

Incredible Stinnkmg SfrtWft 13-64 1&.79 

Iron Lord. ... 16.79 16.79 

Jack Nicklaus l & hole gol1 Phone Phone 

Joan of Arc 13-64 16.79 

tti&Kristal. 15 95 ... -.19.95 

LaarJerttoard Bird» 16 79 .16.79 

Laqefidollho Sword .....16.79 ,..,16.79 

LeT„D. Storm ............... ■ 13.64. ,,....13.64 

Lombard H AC. Mly... 167&. 16.7B 

Leathernac** 13,64 .13.64 

Lord ol Irw Rising, Sun ...„ , .......19-99 

UHnhartan Deal&fi ..-,... - 13.64.. 16-79 

Menace 13.64 13 64 

Microprrae Soccer 16.79 16 79 

1943 13.64 16 79 

NavyMoVH*, ,...13.64 16 79 

NalhOfw&rld 13.64 13.64 

Nighlraid&i - 13.64 13.64 

Nahulus ...13.64.... ... 13,64 

16T9 

ppwabonWorf 13.64 16.79 

Quf rurt Europa* , - Ptione Phana 

Paparboy" ...13.64 16.79 

Pacmanig 13-64 13.64 

Pacland 13-64 13.64 

Pfiarrtom Fighter ., 1 3.64 

Pioneer Plague. .,......,....„.., 16.79 

Power Play - ..13-64. ...13.64 

Poputajfi.... ...16.79 ..16.79 



TITLE 



ST 



FiiSKJO 



.16-79 16.79 



Powardroma 16 79 ... ...16-79 

Pools at HadhartCB ..... 13 64 .16.79 

Purple Saturn Day 16.79 ., 1679 

PuHy'sSaga .16.79 16-79 

Premier CctteCtPon...., 19.95 19 95 

Precious M&1al .- 16.79 .16.79 

Red Heal'. 13.64. .. .16-79 



AMIGA 

..13.64 
..16.79 
.13 64 
.16.79 
.16.79 



Real Ghostbusters 1 3jW 

Ran&g juX; 1 3 M 

RnadWaslera...,. 13 64 

Rddocoo - 13 64 

R-Type .13.64 

Rockel Ranger ,-.. - 16.79 16.79 

RelurooftheJedi 13-64 13.64 

RunlheGaunilei.... 13.64 ...16.79 

fivF" ..Phone P*ione 

Shmoti! 1364 .. ...13.64 

SharJnMMGata 16.79 18.79 

Shool 'em up Corfclrutfion Krt.... 16.79. ..., .16.79 

SilkWorm 13.64 ..13.64 

SpaceHgfrierlorll , „.„ ......13.64. 16.79 

Starghder I or II ..., 1G.7B 16.79 

Skweek' 13.64.. 13.64 

SkEiUsorfre- 16.79 16.79 

Skaleball...., ,.. 16.79 16.79 

•STFr™ Slaf .- 16,79. ™ 

Stargoose 13.64. 13.64 

STOS. .....19.95 

Speedtoai.. - 16 ?# M~?$ 

Super Hang-On, - 13.64 .16-79 

Sword or Sodan - ...,«19.«B 

Tangled Talafi" Pnone... ...Phone 

Tachno Cop - 1 S.79 1 6 .79 

TOM ST .„ 29.99.... 

Tost Drive I or N - - 16-79 16.79 

Track StJH Manager 13-64 13.64 

Triviak Pursuit - 13.64 13.64 

Triad .1995.... -...19-95 

Time and Magic.. ,. .--., 13-64 ...13.64 

Times OF Lore 16.79 16.79 

TV Sports FoOfoa* , 19.95 

UllimaV. 19-96 

Victory Road - .13.64 ....16.79 

Vindicators .« 1394 13.64 

Wns.. ... , 13.64 1364 

Video Sty *o r .„, - - 92.QD 

Warm Middle Earth 16.79 16.79 

WTi&ffr Time Stood Still .! 13.&4.........16.79 

WEcteMans 13.64 ...16.79 

>tybOt&" - 1-3.64 13.64 

tifHfl 13-64 ..13.64 

Xenon II Meaablast- 16.79 19.96 

Xtinoftfubfi-.. - Plwe- .Phone 

Zany'GoN.... - 16.79.. 16.79 

Zauk McCrack^n 1 ft.7& 16.79 



We also stock a full range of 8-bit and console software. There are also many more titles that are not listed above. Software that is not yet 



24 hour dispatch subject to availability. We also stock a wide rang j 



WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 



AMIQ^STSOFTWAHI 

4m and Inches 
Alnrjn FUurlws 

Aiftull 

Airtwme H^ngflr 
AliKf i £>yxlru'inr 
AI|ftrr l qi - 'iTn Hfinlrly 
AmitjaGcWHite 
AnruiKal Rnmn 
Arhciptfafl&s- 
Arrhiyi Culkjcliur. 
ArctC l-«f 
Arluru 
ftrtlllil 
^ 



Rdlsincii n\ Pewvw 1990 

Balmh^ 

ll.iiUiii.L' 1 .' 

Bards Tal« 

Qjlrriin 

6atlKfi$B& 



rU!ii:;l 

HiC Ch^l^rvjp 

BiacK Cauldron 

CHaLk.TtgB< 

ftkHXlUcinov 

I' .in- ^v: Mi 

l^<:.»::h 

Bndpe^iayar^oorj 

CaMfLHrnaGantes 

i :.^|virn- 

Capi&*i stood 

Csysto^i firs 

Carn«r fJwvrt&vi 
Qvs&m w.i- ■>■ ■» 
Chanoteorw^alh 

CirruH Allr;ii:l-i.ni!-i 

Coksaus Chess X 

Corruption 
COBTTOCHiraW 
Cf pry Cars f 
Custodian 
Cytwrntiid 2 
|»*A Wamor 
DafMSda 



QE 



Ue Line ScrabtHe 



AM4CA ST 

16 95 H.ft5 

14,95 14.95 

14.95 14.95 

1E.95 1G.95 

1E96 I4!>! S 

14.95 14.95 

17.95 17.95 

16 95 16.95 

7 25 7 Z5 

7.25 7.25 

14 95 - 

17.95 17.95 

16.95 - 

14 96 14 96 

15.95 15 95 

1496 1496 

16 95 16 95 
1795 

7 24 7S6 

16.95 16 95 

U9S 17 95 

17 95 17 95 
17.95 - 

I <i ■=!-. 1fi96 

16 95 »6 95 

1695 16 95 

I6JI IBM 

1795 17 95 

IUK -^9^ 

ITJH "/-I-, 

14 95 14 95 
14.95 

14 95 14 96 

21 95 - 

I69fr 169& 

11.20 1120 

ies& i**5 

16.95 16 95 

I8J0 16,96 

14 95 14 95 
II,!*:. 16 95 
16.95 16 96 
l£.95 16.95 

15 95 14 95 

14 95 14.95 
1495 1495 

1496 14.95 

15 95 1695 

16 95 16.95 
14.95 14.95 

17 95 17 95 



Eurcpo {other itian UK) 

fihi|ipnii| costs are 
£1 .SO per dtth for normal air marl 
£2.50 per dish, for express, air mail 



WORLDWIDE 



•SOFTH/yiRE 



AMiGfcST SOf-TWAflt 
Liemonfi Wintof 

I M'H.a- ■■ 

PigiHIh; 

[jorrtrwiui 

Dragon f*nja 

Dragons Lair 1 Men 

DraajnjDna 

Dnller 

Dungeon M&slar 1 M«£| 

Di>ngngn lMge1?r Fclilnr 

Elimirujor 

em 

Emmanu«lle 

Fmpim SlnkiiK &K:fc 

Empire 

Fl6 Combal Fllnl 

F16 Falcon 

F 16 FaJcon Mission Qi^h 

Ferraii FOrniulfl. 1 



AUl&A M 
17 9* I7J6 

H.95 H.95 

ram mm 

14 95 I4 96 
14.96 1495 
31 95 

16.96 16 95 

II- 96 16JB 

16 45 - 

7 99 7 99 

14 gs 14 96 

16 96 16 95 
14 95 14 96 
14.96 14 95 

17 95 17 95 

21.95 21 95 
21 95 21 95 

14.96 14 96 
1795 - 
21 95 



AMJGASTSOFTWAfliT 
haghSml 

«Oll¥V»0OdPnfcprPrC« 
Ikstilacitfs 



Ini^inal Karate ■ 

llCam*1pumDa&*rr 

Japari Scen^rp- fiak 

jaws 

JOBflDlArc 

JnuiriBv 

Kflnrhwiy Appf Darjii 

K*f my DsgllBn 3o«»f Mngi 

HtaH &H 

Kitydornorfer^and 

Kmqs QnwsE TnfJa PflCfe 

Kryafcfil 

Kd 

LaslDuei 

i a';l N n mV 

L*ad»raoand Cg)i#clion 



AMIGA 5T 
14.96 14.95 
1B76 19.75 

16.95 1595 
1796 - 

17 96 14.95 
21 95 - 

14 96 14.95 

14.96 14.95 
17 95 17 95 
21 95 21 95 
i£96 16 95 

14 95 t4 95 
1496 14 95 

15.95 

l?&5 1795 
21.96 2195- 

15 9& lfl.95 
11.20 11 ?0 
17.95 17.95 
1795 1495 



AM t&V&T SOFTWAHfc 
Paladin 

Pawn 

^S^SOnal NtghlrnarH 

Phobia 

Pirnitw 

Pok»Ouesi 

PopuloiAd 
Fowafdrnfn* 
Ptdcious Metal 
PT^mmr CciIIchIiu!-- 
rruH^rfClor 

Hampaps 
RKi Hial 
Flick Dangerous 
Ringvd* 
FlDbucop 
Hocherfl*ngaf 

Flunll-w&flAjnller 
HunmrHjMan 



AMIGA ST 
21 95 ?1.95 
16.95 15.95 
21.95 21.96 

17.95 17 95 
16.95 

17.96 17 95 
17.96 17.95 
17 95 17 95 
17.95 17 96 
£195 2195 

16.96 

17 95 14 95 
17.95 
17 95 14.95 

1795 1795 

1796 17.95 

17.95 14.94 
17$5 17.95 

16.96 14 95 
19.95 16.95 



*** + ******* + ## + + **** I*************************** #***##*****#** 



FAST DELIVERY ON ALL STOCK ITEMSBY 1 ST CLASS MML IN UK 
SPECI A L O VE H S E AS SEfl VIC E BY Al R MAIL WORl D WlD E 
C H E IJITC ARD OR DER S AC C E PT ED BY PH ONE OR MA I L 

CHEDITCAROORDER TELEPHONE LINES „ liTU mmtrtl AUnc 

unRTH srOTLAND L » - SOUTH, MIDLANDS 

Ireland o^rseas overseas telephone only walES 

08M VtSm" 24 HOUflS) N0TT1N0H AM J2536& m ^2 2& 1 1 3 12* HOURS) 



* + ****#***** + *++* + ■*■** + ************ 



Firgrnna 
FiBn 

FligfiLSiniu(ajDr2 
r-iying Shaj-k 

t nnlhiill ftiriKlui L ; 

FoolbaJi Marvag»rS £k P Kil 

Fnnlball Manager 2 

ForaaflSftWnrHfc 

fugnl NiO»lt 

I- un Scfionl ^ (fi-Al 

Fin5chOOi2^D , MeirB.) 

I- un SchTgi ? i;uixJ«i 61 

Fusion 

QktdraQCn^ Dxiniain 

Gantt?s W\me* tdrlHTi 

i..- 'Hi:;' 

Quid Rirfv 

G/anrt Monslnr 54am 

dtandPnuCircuil 

G unship 

Ha^hiyv 

H«rC4SoriheLanc« 



1795 1795 
1695 1695 
26 95 26.95 

15 95 

21 95 2196 
14 !to 14.95 
9.99 9JH 
14 95 14.95 
14.95 \4M 
14.95 14.95 
14 95 14,96 

14.95 U95 
14 95 1^95 
17 95 17 9t 

14.96 14 96 
14 95 H95 
17 95 14 95 
1795 1795 
14 H 1495 

17 95 

17.95 - 

16 95 16.95 
17.95 17 9b 



LAiSijrrnuil Ljury 


14 9h 14 1+f^ 


LBiarfesudLaiTy? 


21.95 2196 


t iranca h: Kit 


14.95 14 95 


ilhla Compiler PnoplE 


11.20 11 20 


i nmlMtnJ rtAC «allv 


16.95 16.95 


Lond$grP.iMng Sun 


2195 


ManhunKr 


2-1 95- 3M 95 


Martfe Warinasa 


7.25 725 


Mayday SQuad 


14*5 14.96 


y ■ 


14.96 14 :i\: 


Mickey Mouse 


14.95 14.95 


U^npnpu Sooser 


16.95 11-i!^ 


hUAnu^l2.2 


17 95 17.95 


IMiGoH 


14.95 14 95 


Murda- in VerHC^ 


17 95 17.95 


Naw Mcw« 


1495 1495 


N bw Zealand Si on/ 


17 95 17 96 


Ni.;- ■ 1" IVkil 


1695 l£9S 


No Excuse* 


14.95 - 


OrxifaTKiO Nepluwi 


16*6 16.96 


Operation Wufl 


16 95 14-!*^ 


OU1IVI 


7.25 7.25 


Parmania 


14 95 14.95 



FWF 

Bmof 

Scenery Dish 9 
Scorpwri 

Shnrri Em Up- COTrfll Krl 
Sdenrt Sermon 
aikiwxni 

£>ylu? 2 

Sieepng Guds L* 
Sofceforiord 
Space Hanwr 
^paL-aUuee^ 
Space Qua si l 
SpMdbaM 

Sphflnral 
Slardhderv 

Hln i gar 

5teve HaMi:; Snuofcar 
Supaf Harxi On 
Sup*w Scramble 



1 6 95 16 96 
1895 1696 
1 1 20 1 1 20 
1695 *£&6 

17 95 14 95 
2194 

1695 1695 
16*5 16.95 
14.96 14 *& 
14 95 14.95 

7 25 7.25 
16.95 16 95 
17 95 17.95 
14.95 14.95 
17 95 17 95 
21 95 
1695 1595 
1495 1495 

16 96 1696 

14.95 14 95 

14.96 14 95 

17 95 14 95 
14.95 14 95 



Please make cheques or postal orders payable to 

WORLDWIDE SOFTWARE. 

All prices include pnsiage & packing in UK Credit card orders accepted by phone or mail. 

Galashiels: (08»| 57004 {2fl hourei Hottignbam: (0602) 252113 iZ4 hoursi 

ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE ORDERS 
AL L PRICES CORRECT AT TIME OF GOING TO PRESS E*OE 



WORLDWIDE SOFTWARE 

106A CHILWELL ROAD 

BEESTON 

NOTTINGHAM NG3 1ES 

AMtGA-ST SOFTWARE AMIGA 5TT 

Sope'C^rs TaatOvll 11 20 - 

SwurdofSOMn 17B5 

faifl^in 21 95 21 95 

Tank Attach 15 9* 

- .j-ciNii-i 16 95 16 95 

Tacrwwp i4*i 14,95 

Tawattl Queer. 14.96 14 95- 

Teat 0^2 01*^0^1 11.20 - 

ToM&itfG? rhn-fkjal 17 96 

lhftr>™p 17.96 17.95 

Thurateflmfc 16.95 16.95 

TiiwanlLjL»e * 16.95 15.95 

I m&cmwm 1^96 14.95 

TotaJEcl^S* * 16.95 16 95 

TrACKSirt Msnagiir 14 95 14 96 

Trainad Aaaaain 16.96 - 

TV Sport i-octbaH ?' BB 

UMi* 1695 16 95 

USOddGianb: - Jl &£ 

Vtail^ile 14 95 H 95 

Voyager ' J !>:» ' 4 9C 

WannHuMHE-rlh 14 95 14*5 

^FCLaHana 17.95 U 95 

'A 1 llin-.i i 16 95 1695 

WiLked 17.95 1*95 

Work* Tour GuH 7 26 - 

Xaren 1*95 14.96 

JCr-Mici'ciLitr 16.95 15.95 

XtfJOl* H-9* 1*-9E 

ZakMcK'athen 17 96 17 96 

7^fkZwO 2195 - 

JOYSTICKS 
ChrtftBh Hfti 
ChHiBTi MdLh ! 
ChMHahSiarpiobfr 
Qutckfuv 5Ajpe*e*iargof 
Con^j Pro 6000 

Cvrjv Pro 5DO0 E "f&a 

Kofim bp^wit^g 

Kcmm Spa&*.*g AUtQh* 

Crufeef 

QiackslxtC fUfbo 
A^lv Mini BcuJid 
eanasTaJalpf 2 

rifjiiL^Qijeil tor 2 

Amos Quasi %& 2^3 

RDM «r Radiftfloa 

^oice-QiJfwn 

LaiuLnesuiM arty 
l»Uink Ehak-a, Covers **c 
10* 1 b"n&DOBIar*Ui^!i 
Amiga KeytW^r-l Ccw«r 
Atari Keyboard CCW 
MUU96MH 
40 DiiM Siorage Boa 
60 EhBh $\cir.tqc BGi 
Anaga.-5T QfivaHcad Claanar 



6.95 
(GAS 

12.95 
\ZM 
1295 
1396 
14 96 
1099 

5.99 

10.96 

500 
0.99 
6.99 

7.00 
699 

6 99 

MB 

6.99 
599 

499 
3 95 
995 
699 



Outside EurGpe. 

Shipping costs are 

\? T>g pe-r di^k for normal air mail 

EJ 00 per muk lor enpre-as. air mail 






THIS MONTH! 



Live And Let Die with LICENCE TO KILL! 
Out Of This World Help For MILLENNIUM 2.2, 
XYBOTS And FORGOTTEN WORLDS 




lodge the second Goolu by falling 
'off the ladder {rather than 
climbing down ft) and running away from him. 
Hie third Goolu may also he followed - quickly 
go down the first ladder you reach as you 
follow him, since the furthest ladder will lead 
you into the path of a blow dart, 



RICK DANGEROUS 

Firebird 

> Kevin Norburn and Simon 
Phipps of Core Design not 
only designed the game, 
they also put together this useful 
cache of tips. 



IV. 



r eep running away from the roll- 
ung boulder and pull to the right 
on the final fall. In this way you miss both the 
patrolling Goolu and the boulder. Get off the 
screen as quickly as possible, as the quicker you 
complete this first section, the more bonus 
points you get. 





ill the first Goolu with a bullet 
fld jump from the first step to 
collect the mask. Don't stand on the platform 
it stands on, as this will trigger a blow dart. 
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'ill all tiie Goolu? with bullets as 
they fall - don't let any one of 
them reach the bottom of the screen, Jump 
down to just below your entrance point (you 
will hear a ping) and then run over to the 
bottom right corner of the screen (a fanfare 
wilt sound and you'll receive a bonus of around 
2,000 points). The faster you make it to the 
bottom right corner , the higher the bonus you 
get. 
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hen you enter this screen, fall 
straight down. Touch the 
wooden pole at the bottom of the screen and 
run left quickly to avoid the flying rock. When 
it stops* jump on it to get onto the wooden 
platform, which will disable the spike trap to 
your left. Jump up and to the left to touch the 
second wooden pole and disable the right spike 
trap. Wait until the block returns to its place of 
origin, jump down onto it and exit. 




fct.^,M* -*-*—- «U. «> *Wl^.&M* 



IN GENERAL , . - 

Always use the gun to kill ene- 
mies across gaps or where an 
instant response Is needed. 

# Use dynamite where you can — 
this saves bullets and it may be 
able to kill more enemies than a 
bullet, which only counts as a sin- 
gle hit, 

• Use the stick to hold back seve- 
ral enemies at a time, then drop 
some dynamite and run away. This 
is a good way of killing more than 
one enemy whan you ar& short of 
ammo. It also piles on the points, 
as a dynamite kilt scores twice as 
highly as a bullet. 

9 The stick also comes in useful 
when a long pixel-perfect jump is 
required- Use it to stop Rkk on the 



very edge of a platform* get ready 
to jump by pointing at a diagonal 
and release the fire button to Jump- 
This will always see you to the 
other side safely. 

# Be careful when using the gun or 
dynamite where there Is extra 
ammunition in close range — it may 
be blown up by accident, 

# Beware of the mummies on level 
2 and guard dogs on level 3 — 
bullets and dynamite cannot stop 
them and must be avoided instead- 

# Push up when you land on + boun- 
cy* floors — this gives extra height 
to your jumps, 

% Whenever you see a stone sculp- 
ture, snake head or whatever, 
DUCK! These will often fire blow 
darts. 
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LICENCE TO KILL 

Domark 

LEVEL ONE 

In the first scene, your objective ts 
to destroy the escaping jeep as 
quickly as possible — if you can do 
this It wont appear on the follow- 
ing section, making life a little 
easier. The best tactic is to go into 
an all-out attack as soon as the 
level begins and hope to knock the 
jeep out before you enter the terri- 
tory guarded by Sanchez's men. 
Remember that while you can fire 
all the time, your shots will only hit 
the jeep while you are accelerating 
<ie the nose is pointing down). Try 
and keep in line with the jeep and 
never stray off the road, where 
Sanchez's men pose the biggest 
threat. 
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LEVEL TWO 

The important thing to remember 
here is although this section looks 
like a straightforward shoot "em 
up. it doesn't play that way, so 
gung-ho Commando style tactics 
will only get you shot. For a start, 
never run out into the open if you 
can avoid it — it*s safer to stick 
close to the walls where you're 
best covered from enemy fire. 
Take your time — there's no limit, 
and Sanchez will escape no matter 
how quickly you reach the end- By 
running up to the enemy you can 
force them to run away, but this 
won't get rid of them — they'll just 
reappear later on. 
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"O dispense with the gunmen, 
cunning h the name of the game* 
Set your crosshair while behind a building, and 
in one swift motion, run out, let rip and run 
back to cover* With this technique you should 
sustain the minimum of damage. A more 
satisfying (but bullet-consuming method) is to 
repeatedly shoot an oil drum - this causes It to 
explode,, taking everybody in the vicinity with 
it. 




LEVEL THREE 

Grabbing the tall of Sanchez's pla- 
ne is possibly the toughest task in 
the entire game Bond can't grab 
hold while the plane is obscured by 
a cloud, so try to stay In the clear 
sky as much as possible. The fire 
button will attach the tow cable tf 
Bond is within range, but don*t do 
it when you're directly over the 
plane — hit it a second before — this 
allows for reaction time. 

LEVEL FOUR 

Make use of Bond's two swimming 
modes — over and underwater. 
Stay underwater while there are 
boats and snipers on the screen t 
and surface as soon as any divers 
appear, Keep this up and you 
shouldn't be troubled. But remem- 
ber that your oxygen level is li- 
mited and you'll be forced to the 
surface when it runs out. As time 
is of the essence, make acquiring a 
harpoon by stabbing a diver prior- 
ity one. 
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tnce the harpoon is affixed to 
"the seaplane, make /our way 
up Che line as fait as you can, If you hang 
around too long the water becomes treacher- 
ously riddled with rocks. Watch the movement 
of the plane and try to follow it - the further 
you are from the plane, the more violently it 
will jerk you, 
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LEVEL FIVE 

Making the jump from the cropdus- 
ter to the first truck is easy - 
clouds don't play a part so it's a 
helluva lot simpler than the third 
level. Once you're inside the truck 
you come under attack from the 
other trucks and also jeeps. Des- 
troying the trucks is achieved by 
repeatedly ramming them into the 
roadside. After a while the truck's 
trailer dislocates and is left behind, 
but the rig still poses a threat - 
this has to be knocked out too to 
completely destroy the truck. 
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leeps may look pretty puny* hut 
J they fire deadly Stinger missiles. 
To avoid Being htt p try to stay out of line with 
the jeeps as much as you can. To destroy them, 
just drive over them. Four wheels are no 
match for IB! 
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BIAS 



Selecting a gameplay style from 
one of the three available is 
important. Experiment with 
them and decide which is the 
best for you. The Tactical Bias 
makes the evil growth more 
intelligent than usual, while the 
guardians are quite tame. In, 
addition your craft is slower, 
but more maneouvrabie than 
usual In Arcade mode the evil 
growth is quite stupid, but the 
guardians are vicious sods. The 
added inertia on the craft 
makes things a little tougher, 
The standard mix falls some- 
where between the two and Is 
a beginner's best bet. 
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ross Brian Nesbitt's palm with silver and 
he'll tell your fortune. . .The One's 
resident champ teams up vith Bina 
lay the zodi 




Keep an ear out for the siren 
that sounds when an evil spore 
is created, as this is your only 
warning of their appearance 
(it's almost impossible to spot 
them visually). As soon as the 
siren sounds, drop whatever 
you're doing and concentrate 
on wiping out the spore before 
it turns Into a portal. 

Establish a base as soon as 
possible. Find an area which is 
(comparatively) easy to defend 
and select this as your base (or 
Beachhead' as it's technically 
known). This can be used as the 
central point from which to 
expand across the screen. The 
best place to set up shop is in a 
corner, as this provides the 
best defence. 

Einkreisungspolitik! This isn't 
gibberish, but a German mili- 
tary phrase meaning 'encircle* 
ment strategy 1 . We English re- 
fer to it as pincer movement. 




and it works just as well in 
Wicked as it did in World War 
II. Surround the enemy and 
make him flgfit on as many 
fronts as possible by scattering 
good portals all over the 
screen. 

Kill off pockets of evil 
growth close to your portals as 
soon as you can, Otherwise an 
evil spore might settle there 
and overrun your portals. Re- 
member - evil spores can only 
settle on easting evil growth. 

Don't just shoot evil growth 
willy-nilly. Good marksmanship 



\t the key to success, The most 
effective method is to shoot 
out a pathway of evil growth 
from your good portals to his 
evil ones. As good growth can 
only cover dead evil growth* it 
is channelled between the liv- 
ing evil growth towards his 
portals NEVER shoot evil 
growth that doesn't represent 
a threat. It just wastes time. 
All portals produce a limited 




amount of growth, Once they 
have done this they continue 
sporing but stop growing. Look 
out for evil portals that have 
exhausted their growth - they 
are far easier to knock out. 

Stay cod when the drum/ 
heartbeat sounds to indicate 
that time is running out. 
Although a screen may look 
even more daunting when 
there's little time left^ remem- 
ber that by now most evil 
portals will have stopped 
growing. If the time runs out 
and the screen is filled with evil 



portals, stand by to protect 
yourself from the guardian. If 
you're caught out. you'll lose 
another life to him in the 
second or so before you lose 
the screen. 

Experienced players should 
skip the first two constellations 
at the Eye of Infinity and jump 
straight in at the deep end. You 
can come back to these later to 
gain easy e*tra lives and - if 
you prefer - you can play 
them for a bit of light relief 
while in die middle of a tough 
conquest. 



. growth's intelligence 
represented by its shape \ 
more intelligent the grov 
the harder St is to wipe out. 
the more damage it does to 
your portals. For the n 
intelligent growth, the h J 
tactk is to surround the 
portals wpth your own. ther 

ting down their avenues _ 




ent. About 9S% grow* in ran- 
tiofis, with only the remain jng 5% 
,iy intelligence 







BONUSES 



As well as points awarded for 
completing constellations, kill* 
ing guardians etc. there are a 
couple of extra bonuses to be 
found, 

J A small bonus is awarded for 
shooting the power crystal 5 
thrown out by the Tarot cards. 
So tf youYe not interested in 
the power on offer, obliterate 
it instead. 

You're not allowed i 
than four fives, so tf you aire 
have four and an extra I 
crystal appears, collect it an* 
large points bonus is award 
instead. 



_ " smart. About 50% grows r 
and the other half intelligently, this 
the problems start . - . 



PICK A CARD 

The only way to find out what each Tarot card represents is to try 
em and see, but a general rule of thumb is: if the card represents 
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educes the 
lount of 
time left. This may not 
sound so bad,, but if you 
inadvertently collect a 
Couple of these, you'll 
soon find yourself in an 
impossible situation. 



'a uses the 
i guardi an 
and aH its servants to 
home in on yoti like 
there's no tomorrow. 
Avoids 



Doesn't kilt 
you T as you 
rhay think, In Tarot ter- 
minology , the Death card 
symbolises rebirth, so in- 
stead of losing a life, 
you're awarded an extra 4 
one!" 



^phe 
I car 



worst 
card of the 
lot. This causes an explo- 
sion of evil growth all 
over the screen, and 
there's nothing you can 
do to stop ft. 






■B ' 


r x 
1 




^IHIlrlll! 

[illliiiut 


[ 




\ 1 


















v " 


; 






• m 


lllillF* 














- -I 1 




eBiiiiilii iiliiilltt 


| 


n 










1'V 








A 





This crea- 
ture** pat- 
tern is a predictable, but 
so fast its almost impossi- 
ble to avoid. The eight 
mini-shurikens it con- 
stantly fires add to the 
difficulty. Hun away as 
quickly as possible. 



GUARDIANS 

Each of the 36 screens is p 
tectcd by its own guardian, 
learning how to defend ye 
self from these is the key 
survival. Remember each gu 
dian is protected by a band 
"servants' and the patterns an _ 
habits of thes^ must also be 
teamed. 



"he firefly itself doesn't pose too 
I much of a problem - it flies in a 
predictable spiral pattern, but its servants 
aren't quite as simple. They fly out three times 
at diagonals, but horizontally and vertically on 
the fourth. Once this pattern is mastered, it 1 ! 
easy to work out where the next wave of 
servants will be going and be ready to avoid it. 



m maggot may at f 
once you've sussed hi 
appears at the far left of the scree 
your advantage. When the maggo 
centre of the screen and wait. Wr 
of fire. Let him have it! 





te ratio of random-intelligent growth 
ly 80, 20, 



of the lot. A mammoth W% of it 
diligently, with only 10% growing in 
directions. A real killer. 



ANY CARD 

something bad. don't collect it and vice versa (this is where z basic 
knowledge of Tarot comes in handy 1 }. 



wards 
keigth - way 
multifire for a limited 
time- Ideal for wiping out 
large areas of evil 
growth. 
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Increases your 
firepower by 
adding a multiple. Two 
can be collected, and are 
most useful for speedy 
disposal of guardians. 




wards in 
L vulnerable 
ity for a limited time. 



Swaps the 
position of 
the indicator on your 
energy meter, so a very 
low power level becomes 
a very high one and vice 
versa, 
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n* seem to be the hardest guardian, but 
t i ibi ts he's the easiest to fool. He always 
I, m line with you, You can exploit this to 
t iisappears during the day, get into the 
i re reappears he'll be directly In your line 




"he spider's 
servants 
move in a circular motion 
towards you and have to 
be hit twice to kilL They 
don't pose too much of a 
problem so it's often best 
to leave them alone and 
get on with the job in 
hand, but on later levels 
they home in on you at 
an alarming rate and 
need to be dealt with 
immediately* 



he Devil** 
servants 
are arguably the hardest 
to deal with. You can 
avoid them by running 
away, but this is time 
(and energy) consuming* 
To shoot them* retreat to 
a safe distance* wait for 
them to come into your 
line of fire and blow *em 
away. 






■he hand 
produces 
spinning silver stars, 
which require swift ac- 
tion in order to avoid. If 
ou leave them alone 
they multiply like bacter- 
ia and before long the 
whole screen will be 
swimming with the 
things, 



oves in a 
t simple cir- 
cular pattern, firing six 
servants at a time, two 
from each of its three 
heads, These need to be 
hit twice to destroy 
them. If they*re not too 
close it's best to leave 
them be and concentrate 
on the job in hand they 
will soon disappear. But 
on very high levels they 
close in on you at an 
alarming ra 
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There are certain screens that 
pose unique problems, and 
there are specific tactics that 
can be used for each . . . 



Establish your base at the upper- 
central part of the screen and 
decide oil which way to concentrate your 
growth - either to the left or right. Forget 
about your two portals at the bottom - you 
have to work your way round to the bottom 
anyway so there*? no point in rushing down to 
protect them. 





Things are starting to get a little ^^ 

too hot to handle now. Watch ^r 

out for the "high power' portals that appear on 
these higher levels. They look like regular 
portals but grow at an accelerated rate. The 
good porta! at the top left of this screen is one 
of these - it grows at triple the ordinary speed 
making it the obvious choke for your base. On 
even higher levels there are evil high-power 
portals as well as good ones, and the only way 
to spot them is to watch the damage they do. 
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XYBOTS 

Do mark 

>Teque*s Jim Tripp has put 
together a selection of 
handy hints to get you 
started, 

# Although it's tempting to split up 
and take separate routes around 
the maze in two-player mode, 
don*t. One of the biggest advanta- 
ges of the two-player game is the 
ability to protect each other when 
under fire- When you and your 
mate are at opposite ends of the 
complex, this isn't easy! 

# lt*s possible to hit a Xybot even 
if you can*t see it. Often you'll see 
laser fire coming at you from the 
end of a corridor, but can't see 
where it's coming from. The reason 
for this Is the Xybot that's firing at 
you is shrouded in darkness. 
Rather than venture forward to 
get a closer look (and risk getting 
shot at even more) p fire instead 
into the darkness, and aim for the 
source of the incoming Laser fire. 
More often than not the Xybot will 
be destroyed, 

# There are shortcuts to later 
levels to be found, but they're well 
hidden. Levels one and four contain 
shortcuts to level seven. All you 
have to do is find them , . , 

# When your energy limit is raised 
to 125%, you must be especially 
careful not to let it drop too low. If 
you do f the limit returns to 100% 

# When in doubt, shoot! Some 
walls are fragile and explode to 
reveal a hidden exitway, coins or 
other bonuses. There are plenty of 
these on level eight, so blast 
around and see what you can find. 



handy way to dispose of Xybots 
is to lure one behind tfie other* 
Xybots aren't particularly intelligent and in 
this formation they'll quickly shoot each other! 



■he columns* drums and other 
obstacles aren't just there for 
show. They provide essential defence against 
Xybot fire. Use them to hide behind when the 
Going gets rough. 
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n the shop, it's a good idea to stock 



up on keys. Some levels don't 
contain enough keys to see you through to the 
end so it's useful to have a few in reserve. 
When on level eight or nine, buy Double Shot 
and Extra Shot Speed - these are the best 
weapons to use against the menacing master 
Xybots. 
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MILLENIUM 2.2 

Electric Dreams 

>The complete players guide 
to Ian Bird's strategy- 
adventure bonanza, cour- 
tesy of the game's creator. 

GETTING STARTED 

Getting to grips with the seven 
departments, or 'nodes* of the 
moonbase should be your top 
priority from the outset, It's impor- 
tant to remember that the sepa- 
rate departments cannot function 
independently — they all rely on 
what's supplied by the moonbase's 
other facilities. 
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FLIGHT BAYS 

B he facility to individually name 
all of your ships is a necessity. 
Don't give your ships meaningless names - 
name them logically so you can remember 
what the ship's purpose is just by glancing at it. 




RESOURCE 

■he resource unit - the facility 
which provides raw materials for 
use in the production department - requires SO 
personnel and 30kwh of power to run efficient- 
ly. If either of these factors drop below these 
levels, the mine will shut down automatically; 
At the outset, the mine is switched off, and it 
should be turned on immediately in order to 
build up a stock of material*. Later on in the 
game, when there is no need to manufacture 
any more materials, the mine should be shut 
down to reduce demand on the power gener- 
ator. 
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LIFE SUPPORT 

"he moonbase MUST be manned 
by at least 541 personnel at all 

times. Since the bog-standard life support unit 
can only hold 100 people, the unit must be 
expanded if you want to man any ships (If 
ere wing a ship will reduce the base's popula- 
tion to less than 50, you will not be allowed to 
do so - simple as that), On the moon, six 
modules can be fitted, allowing a populous of 
600 people. On alien colonies, however, nodu- 
les cannot be added. Fortunately, due to the 
atmosphere on alien worlds k colonists sta- 
tioned there are likely to mutate and live 
outside the base on the planet surface - 
allowing potentially limitless populations! 






DEFENCE 

Lrbital lasers are much more 
'efficient than fighters - and you 
don't have to rely on your arcade skills! Build 
up a large reserve of these and use fighters 
only as a last resort. When an alien attack does 
hit the mark, you're only likely to lose a small 
number of personnel (which replace them- 
selves automatically) and a solagen T so keep 
some of these in reserve in the bunker. 
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RESEARCH 

■his facility provides informitiofi 
cm equipment and planets in the 
galaxy. Researching a piece of equipment 
couldn't be easier - just select it and wait - but 
planets are not so simple- For data to be 
acquired on these, you must send a probe there 
to inspect it and wait for it to send back its 
findings, Depending on the distance to the 
planet, this can take anything from a few days 
to over a year> 
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STORES 



MkIII 

MkIV 
HkV 
HkVI 
HkVII 

■CJPm a m 

riKix 

MbcX 









Each section of the moonba&e requires an absolute minimum of I kwh at all times - 
thus tfie energy plant must generate at least 71c wh to keep the moon base 'alive'. 
Building ships and equipment, I We support and mining materials requires yet more energy. For 
maximum moon base efficiency, you should give priority to upgrading the energy plant by adding 
extra solagens - don't stop until you have a Nk X, the most powerful solagen of all, raking in a 
massive 35,ulOkwh. 




COLONISATION 

VitaL This is the only way you can acquire 
materials not available on the moon. 
Don't send colonies out willy nilly - study the 
probe's analysis of the target planet carefully 
and make sure it holds the materials you need 
before sending a Standard Interplanetary 
Operations Spacecraft (SIOS). Once a colony is 
established p start up a chain of Carracks to 
ferry materials and equipment back and forth. 



IN GENERAL 

Use the "advance day* facility 
whenever possible — it's an abso- 
lute necessity when waiting for 
ships to complete long journeys 
and so on. 

Bali fighters come equipped 
with a useful facility for use in 
ship-to-ship combat. If you lose 
your bearings, hit the right mouse 
button to instantly return the 
fighter to its correct X-Y axis* 

Establish as many colonies as 
you can — in the later stages of the 
game, some colonies will declare 
independence and cut off all com- 
munication with you. If that colony 
was providng vital raw materials, 
it's useful to have another to fall 
back on. 
SHIPS 

Apart from the probe, there are 
three types of ship, each with its 
own strengths and weaknesses. 
Here's a rundown * * • 



mining 



GRAZER Used for mining 

asteroids — these 
should be built first 
as they provide the 
materials needed to 
build a SIOS. 

WAVER] DER Use whenever you 
need speedy cargo 
transport. It flies at 
twice the speed of 
any other ship! 

CARRACK The perfect work- 

horse, the Carrack 
is best used for car- 
rying large amounts 
of cargo. Can Carry 
almost anything. 



CARRACK 
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FORGOTTEN WORLDS 

US Gold 

>On the title screen, type ARC 
and hit the HELP key to 
start the game with the 
cheat mode activat&d. During play 
you can now press 'S* to go Im- 
mediately to the shop or 'L p to skip 
to the next level. Unfortunately 
infinite lives or energy don't come 
as part of the deal. Thanks to Arc 
Developments for that one. 
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Virgin SILKWORM 

> Amiga only. Hold down the HELP key while pressing fire to start 
play to activate the 
cheat mode. Now 
you can jump to 
any level you please 
via the number keys 
on the top row 
AND you pet 
infinite lives 
into the 
bargain 



POPULOUS 

Electronic Arts 
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Some codes to get you off 

the mark . . . 



LVL WORLD NAME TERRAIN TYPE 



9 BURWILCON 

12 BILCEMET 

17 [MMUSILL 

20 SHADTED 

23 SADWILLOW 

32 SH1D1EHOLE 

36 JOSTME 

38 SWAINGPAL 

44 BILADOR 

46 WEAVINPERT ROCKY 

50 HOBOZJOB GRASS 

58 VERYELIN SNOW & ICE 

60 HAMINMAR ROCKY 

64 SHIOZER ROCKY 

72 EOAELING DESERT 



DESERT 
SNOW £i ICE 
ROCKY 
SNOW & ICE 
5NOW & ICE 
GRASS 
GRA55 
DESERT 
SNOW & ICE 



ROBOCOP 

Ocean 

h^ ST only. Pause the game and 
^> type in ALEX MURPHY Cln- 
l-^ eluding the space) to acti- 
vate the cheat mode. You can hold 
down the left-hand mouse button 
to replenish Robots energy! 



NEXT MONTH! 

• Indy-spensible help for THE LAST CRUSADE! 
» High-speed tips for GRAND PRIX CIRCUIT 

• Big in japan! LORDS OF THE RISING SUN hints! 
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THE ADVENTURE BEGINS WHEN RICK DANGEROUS, SUPER HERO AND PART TIME STAMP COLLECTOR IS IN DIRE PERfL ARMED 
ONLY WITH HIS TRUSTY SIX SHOOTER, A STICK AND SOME DYNAMITE, RICK CRASH LANDS SOMEWHERE IN SOOTH AMERICA. HOW 

LONG HE CAN SURVIVE IS UP TO YOU. 

RICH DANGEROUS IS AVAILABLE FOR SPECTRUM AND AMSTRAD, CASSETTE AND DISK PRICE £9. 95, £t4 95; COMMODORE 64, 

CASSETTE AND DISK PRICE £995, E12.95; ATARI ST t COMMODORE AMIGA AND ISM PRICE £24.95. 



FtnfcBfRd 




^rS 



\ 


r 


■cr r ^ 

33 "- 

QQP 

-. .. 


"'" r r r" 




.- vl.W 


T&ifmjrff<^ 


'V ** m *m~ f m m *M m *** **"■ *+"• *+ m **" '** '*■ 'j 




S^ , " »""""""* 




Vti 








(p 



9 












I'M 




- * 



HUM 




' C 1 1989 CORE DESIGN LTD. 




FIREBIRD. UNIT 1 . HAMPTON ROAD INDUSTRIAL ESTATE, TETBURY, 
CLOS. TEL: 0666 504336. 






i I i i ■ 



-*~. - iWimn | ^ ill iff 



il-i^.i. i - 



i». ■ i linihr 



- — »- — - • — - 





Possibly the most conservative of 
all the levels, the Organic Zone ii 
a good or fashioned Xenon-style blast As the 
name suggests, the aliens here are suitably 
living 1 . Dragonflie? attack In swarms and 
hearts shoot pus-bombs from their pulsating 
valves, Eeeaargghh! 

Paul Shirley's first 16-bit effort for Fire- 
bird incorporates just aboue every 
shoot *em up concept, ever devised — 
plus a few more besides. Enough to impress 
just about anybody ... even Brian Nedbitt. 

uartz 




The centre of the Quartz Uni- 



Look out!1 The mutant 
Quargs from the planet Zar- 
con have amassed a battle 
fleet and now they're out to 
conquer the Earth** Actual- 
ly the scenario for Quartz. Paul Shir- 
ley's first foray into the 16-bit market 
reads nothing; like that at all, 

Quartz is a progressive shoot 'em up, 
and carrying on the tradition of Shir- 
ley's earlier efforts Confusion and Spin- 
dizzy, there's no plot to speak of. 




verse ts the Uttke, the eight- ^P* 
way scrolling battleground that forms every 
other level. Here you're attacked. In classic 
Asteroids style, by rock-like Hadrons* Shooting 
these breaks them into smaller pieces called 
Quarks, which in turn become Neutrinos when 
shot. The colour of the Hadron determines the 
type of Neutrino - red, yellow or blue - that 
you'll eventually be rewarded with. When the 
correct amount of all three neutrino types 
have been collected (shown by the three bars 
to the right of the playing area), they can be 
traded in for one of 1 2 types of power-up. 

Instead the player is dropped right in 
the thick of things with just one order 
— kill everything. 

The garneplay draws its Inspiration 
from just about every shoot *ern up 
game you can name — Asteroid a, Space 
Invaders, GaJaxians and — more re- 
cently — Parallax. Xenon t Nemesis and 
R-Type among others, upgrading and 
tweaking the elements 'borrowed* 
from each and bundling them together 
In one package. 



In the Atomic Zone there's more 
shoot "em up action, this time 
scrolling from left to right. The aliens' main 
defence here are rotating fire pendulums that 
require some nifty flying to avoid, and at the 
end of the level a huge atomic nucleus awai ti. . . 





en different power-ups can 
collected, but not all can be 
active at a time. The Quartz 
fighter is equipped with three slots 
(upgradable to six) each of which can 
hold an extra weapon (these are 
activated by the function keys). A 
nice touch is that on your last life you 
can scrap any weapons you may have 
in order to recoup some much- 
needed energy. 



FLAME Scorches a hole in 
anything that gets in its 
way. 



EXTRA The classic 
power-up. Most useful on 
the vertically-scroJJing 

levels, these act like M 
pies, effectively doubling 
the ship's firepower, 



ARMOUR Reduces the 
amount of damage sus- 
tained by laser fire or colli- 
sions. 




H 








OCTOGUN Eight-way 
firepower. Excellent for use 
on the Lattice levels, where 
you're attacked from all 



BOMB 

bombs. 



POO Equips the ship with 
an extra slot, so more 
weapons can be installed. 





Three smart 




The Lair is effectively the Atomic 
Zone hi reverse, with the Quartz 
fighter battling from right to left through the 
alien onslaught. Electrical Storms that could 
fry you En a second are commonplace here, as Is 
metallic crushing machinery that threatens 
to,.. well* crush you. 
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If you manage to survive the desig- 
nated time in the lattice* it*s off to 
one of Quartz h s shoot 'em up submarines - The 
Void, The Atomic Zone, The Lair and The 
Organic Zone. Each of these is protected by a 
mother alien found at the end, and once this is 
destroyed it's back to the next Lattice to carry 
on the quest 




...AND DON'T 
CALL ME 
SHIRLEY 

Twenty-six pear-old Leicester lad Raul 
Shirley's programming career began just 
over four years when he wrote his first 
commercial game for Incentive Software - 
Confuzion, a computer version of the old 
si idey- block pocket punier Despite its simplic- 
ity* Confuzion was extremely playable for its 
time and fared surprisingly well in the charts, 
Around a year later came his biggest success to 
date, Electric Dreams' Spindiuy, an isometric 
arcade- puzzle extravaganza. It's been described 
as the thinking man's Marble Madness, but 
was Atari's classic a source of inspiration for 
Paul! "Not really, I just happened to be messing 
around with an isometric graphics routine and 
tht game grew out of that. 11 Then came 
Mission Genocide, a so-so 8-bit budget game 
and then Quartz, his first 16-bit project, which 
he's not ashamed to admit was inspired by 
Asteroids. " Wibble Wobble (as Quartz was 
origrally called) was initially just the basic 
Lattice game, and I added the other levels as I 
went along/' Surprisingly, Paul's not much of a 
games player himself, and his tastes are Yery 
discerning. + The only games I've really enjoyed 
recently are Tetris and Defender Of The 
Crown, My all-time favourite game is Atari's I, 
Robot I've got the original arcade machine at 
home and I'd love to convert it to home 
computers but not even the Amiga or Archime- 
des could handle the filled JD graphics. The 
coin-op itself has a hard enough time of it and 
that's got a 20Mb maths processor! Perhaps 
when a more powerful machine comes along... 1 ' 
So while Paul is waiting for the machine of his 
dreams to arrive, what's he working on? 'Trn 
currently writing Splndizzy II for the ST and 
Amiga. It'll be an expanded and improved 
version of the ft*bit original. When will it be 
finished? Wait and see,.." 




Wally Beben has 
composed a different 
soundtrack for this 
version, and 

although it's more 
'meaty\ it doesn't have the same 
foot-tapping quality as its ST coun- 
terpart. Otherwise things remain 
exactly the same. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAY ABILITY 
VALUE 



£24,99 
Late August 
91% 
80% 
81% 
SO% 



OVERALL 85% 



^^ Shoot "em ups these 
AH M days are two-a- 
Ik ^B penny, Original shoot 

^B 'em upt. are a lot har- 

■^■ilHl der to come by p and 
GOOD original shoot T em ups are 
even rarer* which is why Quartz is 
like the proverbial breth of fresh 
air. At last a blaster where the 
action isnt restricted to just one 
theme or game pi ay style. There's a 
tremendous amount of variety 
provided by the different sections 
and this helps to sustain the last- 
ing interest way beyond the aver- 
age shoot *ern up. The most clever 
thing about it is the way in which 
the live 'separate 1 game types are 
linked together by one core ele- 
ment — the neutrinos. The collec- 
tion of neutrinos is essential to 
survival, and a little game in Itself 
— a balance has to be struck be- 
tween the three colours in order to 
qualify for an extra weapon, and 
this provides a tactical element. 
It's tough — but dont let that put 
you off* It's well worth persever- 
ing, even if the action does seem 
initially too hot to handle. Bob 
Stevenson's exquisite graphics en- 
hance the package considerably — 
the parallax scrolling that's pre- 
sent throughout the game Is the 
most effective seen in a long while, 
and many of the sprites border on 
coin-op quality. Add to that a 
thumping good Wally *Hagar' Be 
ben soundtrack to get the pulse 
racing and you*ve got one of the 
best looking T best sounding and 
most playable blasters to date. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.99 

Late August 

90% 

80% 

81% 
80% 



OVERALL 85% 



^flB^. There are no plans as 

^ l^] ^^ yet for a IBM- 
^H tffl jP compatible version 1 
^J| Wfr and even if Firebird 

does decide to pro- 
duce one, Paul Shirley wont be 
writing it. He prefers to concen- 
trate his efforts on the ST and the 
Amiga so the work would most 
likely be carried out by a third- 
party development house. 
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,/O/A/ TH^ CLUB! 

If you're looking for the best prices, best games, best offers and best service, 
then join Special Reserve. Or join Official Secrets if you're looking for more. 



Special %t$zrve 



£4.ool lof f icial Secrets £19.95 



Best games at best prices 

All ine best games, carefully selected and available to members only at truly 
extragrdinary prices. We're miles cheape* than elsewhere, so cheap thai we can 1 
acfvarlise our individual prices. Below are a se ectiDn a1 oHers far two games al aboul 
the same price you would normally pay far one. You can buy a pair of games at The 
same time ag fromiing - of join now and select individually frem our catalogue ol over 
1 qqo products. There 15 no obligation to buy anylhing 



COnfid&ntldi 32-page A4 bi-monthly glossy marine 



Games 



Pick a pair ot games 



'IBM PC' 

Adventures 



Amiga 
Adventures 



Bartteteco . ,. .,..17.49 

SQrda/ Zone .... 7 49 

Bureav&aty 7.49 

GotdFtusftf ...... rr .f?l48 

m ofrhfof* Guide 5 49 

insyxt's Back ....13.49 

Kffigs Quest* 23.49 

Kings Qitasi 1,2 A3 t5 49 

KntfitOK 7,49 

Kuk 16.49 

Lancelot..... .....13.49 

Laaltyei Goddesses 6.49 
LvHure $uti Larry 2 . . . 1 7.4$ 
Manhunlpr Mhw Vtini 24.49 

Moonmifl It. 49 

rVtftf J ferf .... £49 

Po.ic* Oues? 2 I? J9 

Fftef or 1 Radiance 3 7 49 

Shwipe* - 6^9 

Srtjpnratf 20 49 

SpaceQueet J.... f7.» 

.Sfarn3nr^rT.... ...9.49 

Time avrtf JUagft f 3.49 

Ottirna).2&3 .16.49 

LWma.4 -7.47 

UtomaS rff.40 

Wartr\M4kP*E*ftf*...t5.99 

ZakMcKrak&t ...7.4S 

Z&k 1 S.49 

Z&kZen> 2049 



Below is a small selection 1rom our catalogue. The price shown is Dur oambineo 
price for both games including UK postage and packing. AMIGA ATARI 

AMERICA* ICE HOCKEY , CHAMPIONSHIP BASE&ALL . ».» 2D.SB 

BATMAN HOSTAGES ....... 23.&B 2l *9 

DHAGON'& LAIfl I REQUIRES 1 MEG) WHO FflAME D ROGER RA&fIT tf MEG|37.9e 

ELITE ...MING OF CHICAGO 20 9e 

FEDERATION OF FREE TRADERS TETR.-S 2*-9B 24.4S 

GUNSHiP HE LLFIRE ATTACK ..£3-45 SMUfl 

HONDA RVF 750 W'GF i rVAf-, SCtl 9 G : ■ * NT I PRIX 20 40 M Ifl 

HYBRIS STRIKE fDRCE HARRIER 16.9A 

LORD^ Of THE RIS4NG SUN ..BALANCE OF POWER 23.S6 

MirJHOPROSE SOCCER SKYCHASC .„ »»»»«-- 23 4fl 23 fla 

POPULOUS - DEFENDED OF THE CROWN ...... ..J4.« 24 Sd 

POWFRDHDME CAPTAIN BLOOD ... 24.96. 24 B* 

flOflbcgP ■ ■ PURPLE SATURN DAY 23.9* 11.4* 

BOCKET RANGER -.., . .XENON. »Jf. Zfi.tt 

SILKWORM ELIMilNATOR ....19.».... lft Jfi 

SUPFRHANGON AFTERBURNER 16-W 

SWOHUOFSODAN THREE STOOGES 2*« 

TEENAGEOUEEN VIXEN .- . H-W 11.9? 

TV SPORTS FOOTBALL (U B*l) . CHAMFIQN$H IP FOOTBALL I.U 5 A.) ., .23.+E 23-4 



Miscellaneous 

Amiga or Atari ST 

SONY 3.5" dshd disk^ahel Mp 

MONITOR STAND. FrTS OVER KEYBOARD !*.» 

MOUSE MAT 499 

KO«IX NAVIGATOR JOYSTICK ■■■■■- Il -9R 
COM PETlOU PRO CLEAR JOYSTlC K . . . 1 3.99 
TWO PLAYER LEAD FOR POPUIOLHS, 
Fi6 FALCON AWD HONDA RVF ...8-99 

DUNGEON MASTER HINT BOOK 1 .50 

TALE3PIN ADVENTURE CREATOR 17.49 

Fl ft FALCON MI$S*QN DISK - . 1 2 93 

Amiga 

AMIGA 5DO COMPUTER WITH MODUL- 
ATOR (INC VAT & CAHR IAGE I 34* 99 

SHOOT 'EM-UP CONSTRUCTION KlT...1?.*6 

KINDWOHDiiZ0W-P 31 *9 

PUBLISHER'S CHrDICE D.T.P. .. 66*9 

DELUXE PAINT III (WlTH ANIMATION! 51-49 

PHOTON PAINT J.Q ...*4.-i9 

G-LICHT (3D ftNlMAT«ONDRAWINe)...31.49 

Atari ST 

STO8 GAMES CREATOR 17.43 

STDS COMPILER.... ..18JM 

STOS MAESTRO - .»MM 

5TOS MAESTRO PLUS - ..ATM 

STOS SPRITES 6DD .. ...9.@9 

SHOOT 'EM UP CONSTRUCTION KIT 15.49 

FIRST WORD PLUS W/P Sfl.99 

TIME WORKS D. I. P. 74.99 

MUSIC STUDIO tAC-f IVHSlON^ . . 9.49 

OUANTLM PAlNTBOKGOLP 1B.4S 



evidential is wnnun lor oeopls who ta-^e their tun sefiously It you are inio AoVentgre-. 
Straiem. FRPs. MUGs. PB-Ms, D*Ds. or \t you would simply *ike ta see more Iroffl 
behind the scenes th#n Cont*deniial >s assential reading Regular iaatures include 
Persofinel File. Dead Letlors. The Man in Bladu, Feature Articles, B^ain Teasers, Oiary, 
Utms, Competmonfi, and TKe Boss Upslairs Club participation 15 welcomed 

GnOtTtO RanCjer m a surprise alternative I r&c! 

mg&r is an award- winning 3-pert advenlure-t 
Fn^er pronto' sax) Atari ST User Or tic*, the 

}-Lin& Manned each week-day 



Gneme Ranger is an award-winning 3 -part advanlunHJV L&vel 9 - JGo out ancl bu V 
Gnome fen^r pronto 1 sanJ Atari ST User Or tic* the box For Sunrise Allsmaliw. 



Help- 

Advice and hints to help you solve most games, 

SpeCial Reserve included in \^ membership fee 



Ail the leatures and benefits oF Special Reserve mwibersfitp. 



Myth 



A mini-adventure by Magnetic Scrolls 



Written exclusively lor members of OMioal Secrets and, amazingly enough, included in the 
price o1 membership Set in Anciem Greece. yr>u play the part ol a young god striving to 
prove Nmsett worthy ol immortality. Vou'll meel the Ferryman, have a chance to cheat 
Death and do battle against the nme-tieaclBd Hydra guarding the gates te the Underworld. 
Myth includes the state-of-lte-art Ma^nelic ScfoHs parser and these incredible graphics 
For mcsl computers - disk only. Only 10 members ol Official Seti-els. 



Club Privileges 



BafdsTais t 7.99 

BfrdsTate2 7G47 

BsMefvCh ?e.4S 

SthKftv}^ 15-41 

Dwj.iv'u? J5W 

Qngn Master ft Meg.l 3 5 49 

o.mmr&mot ?-« 

Gakiragofl's Dcmati J i -99 

GpidflirfJ> r F*» 

Gotten Pmft 7.4& 

Jewels of Dfrtom* ...6.49 

Journey. t9.49 

XffigS Quasi r, 2 A 3 t7.4$ 

XrrsSAt t7.4» 

Ktilt .. N.*9 

Lancelot i2.*9 

Letsixe Swt Larry 2 19 49 
jUsjnfcufldar New York 2Q 49 

fotonvOw Manor r ? 49 

Nord art Bwi ... ...6 43 

Stwfowgaie . ...6-49 

Stvw*n .... T9.4& 

Sitvon [beams 6.43 

S\ptwed (6.99 

Space Ouesi 2 t699 

fur\$AMegtk . 12.49 

Wni 4 rfi.47 

War in Middtg Fanfi r4.9S 

Zati McKfaken IG.49 

ZorkZero ....20.49 



All club members benefit from: 



* Special offers el prices you rmghi not nelieve' 

* Bi-mDnihly Buyet's Guide each with details o( 40 games, building 10 a valued reterence. 

* Membership card wilb privilege number, and tgWer Fw the Buyer's Guides. 

* 24-hDur despatch ol stock items Over 700 lines in slock. 

■ Each game sent individually by 1st class post. Most will lit ihrough your letter box. 

* 7-day sales hollme. manned aam to flpm weekdays. 1 uam to 5.30pm weekends. 

■ Written notiFicalion oF unexpected delays. 

■ New litles may be Ordered m advance and will b* despatched upen publication. 

* Inslant refunds available on request For delayed titles 

No commitment, no obligation to buy anything and no "minimum punchase" 



Atari ST 
Adventures 

Bards Tate f .» 799 

Bkmdwych 15 49 

Q$i* Via $49 

QepYu? J5S3 

Dungeon Master .t5.49 
OMasler Edfior ..749 
G*^egdn'* Domam J i .99 

GoldRashi 16.99 

Haftywood Hijm-x . .$.49 

Inttftl 6.49 

tnprtfsBjtck t2.49 

jewels ®f Pw*J>*&2 ...7.49 
Xutt .. ....t4.49 

Xtng* Qijest r. ?& 3 17 49 

lancet J249 

Loathes Goddesses ...6 40 
Letsvre$vftL*ffy2 l 9 4$ 
Martnunter ftfew Vflrti 20.49 

M$Qfim\Sl S.49 

wijnvi'n? M.mor n .49 

Nord&Bofl lt.49 

Plundered heads . , i 149 

PQbCtiQuest? tti.99 

Se«r*JM/ 64$ 

Sihcon Dreads 6.49 

Srtptieed ..... ...t&.99 

SortOfW 6.49 

Spetfureaker .....6.49 

TitftnendMegik ?2 49 

Uijima4 ?£47 

UfhfWfted ....6.43 

War /n Mtidte Eadn J 4.99 
w&nbffngeT §.49 

ZakMeKtaKen rg.4-3 

Zorkl ft« 

Zork2 6.49 

Subject to stock. au^il^iT-H! iu 

alt member's «1 ript'Cial 
Rtjr^rv^ oi Ottciai Secr^is 
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Myth was rated at 90% by Keilri Campbell ol Commodore User. 

He said "Don't be put off by It being a mini-adventure... tent 

undreamed of in those bygone days." 
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Order Form 



Non-rnemtH^rs please add the membership fee 



Name 



Address. 



Special Reserve membership £4.00 UK, £5.00 EEC 

or 

Official Secrets membership £19.95 UK, £24.95 EEC 

with Gnome Ranger \~ ~| or with Surprise Alternative 

Game 



ONE 



PostCode_ 



Computer *5.25T3.5T3.orTAPE 

Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CIUI21 9PH 

Special Reserve and Official Secrets are trading names Df Ifller -Mediates Ud. 
Hugistered Office; 2 Souih Black, Tt>& Waitings. SawibrirJgflWDrih. Hwrls CM2i 9PG-- 
Registered in England Number £054713 VAT reg. na. 424 853? 51 



} 



Game 

" HEQU ET POSTAL ORDE W ACCESS,- 1 * VIS WAM E X 

(Including Cennecl. Mastercard and Euf&carid) TOTAL 



Credit card expiry date 




T 



1 Delete wh&re applicable 



~ I I Overseas owners must 
be pa-d by credit card. 
— I — I please add 70p per 
game for EEC Post 
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Screen 7 takes to the world of skyscrap- 
er building in a cartoon caper that owes 
more to Nintendo's Mario and Luigi 
games than any real-life Bovis site. Ciaran 
Brennan gives some constructive criticism. 

Cast your mind back to a 
time when coin-ops either 
featured shapeless space- 
ships or cute rotund mous- 
tachioed characters over- 
coming puzzle style obstacles in an 
attempt to catch a gorilla or some 
other beastie . . . 

On second thoughts, why bother? 
There's no need to search your mem- 
ory banks, as Screen 7 has revived the 
concept (to some degree at least} In 
this, a tale of a cute moustachioed 
builder struggling against a bevvy of 
cute enemies in an attempt to finish his 
contract on time. 



Problems* problems . . . it's easy 
enough to carry floor panels 
from level to level* but girders are just a little 
too un wieldly. The only way to go up in the 
world Is to construct a finished floor and wait 
for the crane to lower the next girder onto it, 
By the way, the crane will only deliver a new 
girder if all the existing ones are firmly fixed in 
position. 
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All the materials 

needed for the 

job are 

lowered onto 

the site from 

a tall crane — 

the rest is up to 

you , . , 
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s if building work wasn't hectic 
t enough, this particular site is 
inf* ittd with a motley crew of creepy crawlies. 
Most of these are fatal to the touch - most, 
that is, but not the gremlins (the strange round 
things on the floor), which get in the way a lot 
and occasionally eat through your finished 
work. 
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irders are 'fixed 1 by placing 
'them squarely in the centre of a 
floor panel When it's in position, a girder can 
be climbed and will support one floor panel on 
top and one on either side. Therefore, it 
shouldn't take a genius to work out that it 
takes at least two fixed girders to support a 
complete floor, 

Two elements work against you - 
fading energy and a fast 
approaching deadline. Nothing can be done 
about the time element* but sandwiches and 
flasks serve to top up the tiring navvy's energy 
bar. 
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O There's nothing like a 
combination be- 

tween good old 
fashioned arcade 

romping and some 
classy 1 6 bit presentation — and as 
the old joke goes, this 15 nothing 
like , . . That's not to say that it's a 
complete disaster or anything like 
that. After all, the most important 
aspect — the gameplay — is com- 
mendable enough, for the most 
part successfully treading the fine 
line between addictive joystick 
manoeuvring and low-key brain 
teasing, And it's not as if the game 
Looks too bad either — in fact, if it 
wasn't for the completely blank 
backgrounds it would be almost 
perfect in this department, The 
sound department is pretty well 
equipped too —the effects are cute T 
suitable and they add an extra 
element to the gameplay (even if 
they do sometimes crop up slightly 
out of synch with the action like a 
badly dubbed foreign movie). So 
what's the problem then 1 ? Well, it's 
that age-old 'lack of depth 1 situa- 
tion. After you've made it off the 
ground a couple of times it sudden- 
ly dawns on you that that's it — 
there's a fairly simple technique to 
be mastered, and after that . - . 
nothing. If there was a prize given 
for the game with the most unful- 
filled pontential. High Steel would 
be a runaway winner — but there 
isn't ... so this is one arcade out- 
ing that remains a good idea, but 
ultimately misses the mark. 



PRICE 


£19.99 


RELEASE DATE 


Out Now 


GRAPHICS 


72% 


SOUND 


76% 


PLAYABIL1TV 


eo% , 


VALUE 


62% 


OVERALL 


64% 



^^^^^^^^ Expect this a little later 

^^m J than the Amiga version, 
\L ^B but at a similar price, 

J ^B No real differences are 

ma^^KKM expected, but it is likely 

that the cutesy sound effects may 

lose some of their sparkle. 



^M J* s with the greatest of arcade 

^^ ^A games, the concept is simple. 

Level by level r you construct a progressively 
higher building: one storey for the first level p 
two for the second and so on. Finished floors 
measure at least five floor panels wide. 
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PREMIER MAIL ORDER 



TITLE 

3D Ptiol 

4 Soccer Sim 

Adu Rugbv Sim 

Adv Shi S»m 

AtlivrfcuirriiH 

Air ball 

Airborne Rung^r 

Aii+n Legion 

Alien Syndromn 

A rcho p« I ^ty cjk- 

Ark tin Did Rev of Ooh 

Armsl\rte 

n ; i x 1 1 

Balance of Hower 1990 

BalMeliv 

R-»rtjunur1 £ Pal 

Barbarian ( Pa lac v J 
Bard"^ Tain 1 
Burda Tale 2 
Batman C#p«k1 CKfidr 
Battle! cnaaa 
Battlel-iawks 1342 
Hicinic: CL7iiirri.ii n U ► 
Dldck 1 ioer 
E3lastnrciidlH 

BjftTJng Barrels 
E3IO-od Mpnsy 
rkinodn nj 

Bratacus 

f^iliromla Qames 
Capone 
Captain Bluod 
Carrier Command 
Chaos R-inkiiM QidL-k 
ChJriayo 30a 
Cl>uck>e t-gq 1 or 2 
Onronrx|uns-;i 
CokiHM-Lii* <Jness X 
Cosmic i^iraiB 
OrAzy Curu 2 
CyL»ernoidl Z 
Dakar ay 

Ualev ThompaOP^ B8 
DarnuOlea 
Darius 3U 
Dark Czi^ilt* 
Dsirk Side 
DervariB 

UNA Wswnor 
Dftaaa Elite 
Dela Vu _ 

DuIljke* Music Oon Set 
Deluxe Pamt a 
l)nki>:» Phololab 
Dtaluxe Print Z 
Deluxe Pr£}di.jcj?ii_>r*i 

□#IUMa Video 
Dominator 
DfiLiBle Draoon 
ED* agon Njinf* 

[ jr^qcjfislatr 1 Meg 

Driver 

DunciHon Maater 

E 1 1 mTnalor 

I HUT 

EmanueMe 

Empire 

Fmpiru Sinkea Bach 

Espionage 

fcxoion 

4y4 Olf noad Racinta 

F 16 Combat Pfcknt 

F-alCOn IuIikk ion OlSk 1 

Paloon F16 

rantavisio-n 

t .itit R^mic Disc 

Flisi Basic Rom 

Fed I-thbo Ti-fidn 

Fnrr.-in FOfmUM t 

F ihti 

KiiaHt Sim 2 

FirDlac 7 or 1 1 

Fit DISC Furt3pfl*in 

Fit Disc; Japan 

Fly i no Shark 

I- no! hull Director £ 

Football Manager 2 

FDOt Man 2 Exp Kit 

Fc aedom 

r-ri-gnUnghfl 

Frontier 

Fun School 3" (under e 

Fun School 2 (6 to B) 

Fun School £ fovcrr ft) 

Fusion 

Gskldraypns Domain 

Game Over 5* 

n.iriiEtld 

Oartield Winter 

Gnosis M C^oblirhK 

; C^ill>»r1 Escape Drill 

Gi and Prix Sim 2 

GunsNp 

Mri£:kftr 1 Cif 2 

HiiiiJb.il! 

Hawk^yn 

Holiur Skelter 

Heroes of Lanca 

Hiytiwtiv Hawks 

HK Machine 

h4c illy wood Poker Pro 

i i. i\.f. »<|i • 

Hot FcKHbull 

Hunt for Red October 

Hybrid 

Int: Shrink Sphere 

Irvgnds Back 

Iknn Wtir flora 

Intercepror 

Irvl Karate * 

I TOO I Ord 

J*Ck Nlcklaus Golf 
Jet 

JnwHb el Darkness 
Jlnxter 
Joan ol Arc 
Joe Blade 2 
Jug 

KuriPit±dy Approach 
Kick OfF 
Kind Words 2 
King or Chicago 

K mn;; Oljct:^ 4 

KriSlal 

Kult 

Lanrjnlnt 

Laser Squad 

Last Dufli 



ATARI AMIGA 



1 1 .90 

1 1 .99 
I 1 Elf* 

I 1 99 

r» 'in 

I I ee 

1499 
Hi ^t* 
9.99 
^«. UY* 
1 1 .99 

1 I UH 
1 4 Sf 
1 1 9» 

1 1 99 
H !JEl 

1 1~a& 
1 7.99 

1 t i MM 
1.1 99 
13.99 
It 99 
1 1 .99 

i a m 

21 .99 
1 1 .99 
1 1 .99 
9.99 
16.99 
I 7 ()') 
!,1 <]}) 

1499 
14 SS 
13 99 

1 1 ,99 
17 G9 
ii. *.*•■* 
1 1 99 
1 1 0& 
1 1.99 
1 1.99 
I I !IH 
1 1 .99 
1 1 .99 

1. 1 Ell* 
15.99 

17.99 
9 WO 



13.99 
1 1 99 
1 1 .99 

14.99 
1 6 T*fS 

13 99 
^A **ft 
1 1 .99 
17 99 
1 1 99 
1 1 .99 
i n rm 
l 3 99 
16.99 

i5 'in 

1699 

3lT&9 
32.99 
19.99 
| f 5fi 

14 99 

13.99 

13 9U 
TZV99 

14 MM 
1 1 .99 
1 1 .99 

H EIEJ 
1 1 .99 
1 i Of> 

14.99 
I 5 MM 

■ •> mm 

15.99 

17 yfj 

1 1 .99 

13 MM 
M MM 

I 1 .99 

II 99 
l 1 99 
1 1 99 

14 99 
7 99 
999 

14.99 
9.99 

15 99 
1 1 .99 

M MM 

1499 
14.99 
14.99 

9.99 

1 1 99 

9.99 

1 3 .99 

1M MM 
1 :. MM 
;=■*-. MM 
13.99 
14 99 
13f*9 
9,99 
1 190 
14.99 
1 1 .99 

16.99 

?i 9y 

17.99 

I 4 MM 

II !>9 
1699 
14 MM 



11.99 
1 i 99 
1 1 E*M 
1 1 9U 

H: MM 

1 1 99 

16.99 
!l MM 
15.99 
14.99 
1 I US 
1 3 99 
14 MM 
1 1 .99 
1 1 .99 
I 1 MM 
9.99 
r ? M-* 
r-l MM 
17.99 

If ;>m 

16.99 

14.99 

i^1 MM 

Hi MM 

14 ME* 
14.99 

1 6.99 
1 ^ ^Ei 

14.99 
1 -1 MM 



I 1 MM 
I / MM 
15.99 
I -1 Mi ^ 
i 4 MM 
1 1 .99 
14 !>9 
*4 MEI 
1 1 .99 
14 09 
14.99 
15.99 
II, MEI 
1 1 .99 

9~99 
49 99 

4M §5 
49 99 
49.99 

MM MM 
49.99 
i :h mm 
1 1 .99 
14 H 
20.99 
I 4 MM 
I B MM 
13 99 
I 4 ME* 
1 1 .99 
10 MM 
1 1 .99 

i i yy 

lfi 99 
16.99 

|3 MM 

i :i mm 
19 99 

i»3 MM 



Ml MM 
19.99 

I -t MM 
JM, 99 

I -i MM 

i:^.M9 
13.99 



1 1 . 

1 1 , 

B 

1 1 
1 1 



TiTir 

L Board Birdie 

L I I J :>l£irrF^ 

Lncjund Of Sword 

Legend of BJrnl 

I niHLirc^ Suit Larry y 

Licence to t^hi 

I on-itKircJ RAC RallV 

Lords Ot the HlSing Run 

ManngJUTn rjr>iilt?r 

M;irt;i Whittaker 

Masters o* Univprso 
Mavrf^'V FSciuEid 
Mu-nace 
Microprose SDOOW 

MilHirhiurn :-■ ^ 

Mini Office C^mms 
Moic.tr Massacre 

Wavcom tj 
f^iivy Muvhu 
MetiUlUS 
rsletti nrwor ki 

Niyefl Manaell 
Micjhthynter 

PMig hi raider 

Morthstar 

Opnr;ilion HoriKlUZ 

Oueiation Neptunn 

Operation \A/cjlf 

Outrun 

C'JutrLin I HiTiiffii 

Pnclaral 

Hacmgnip 

* '.LiiiMlxjy 

Peter Beard ^i^y Scjccer 

Ph;intr]iTi Fighter 

Phobia 

Pioneer Plncjuo 

Pirjil«»» 

Platoon 

Ponce QUHl 1 or 2 

PucjI ol nadiaoce 

Populous 

pow 

Pe iwwf tir or>ie 
Piecious Metal 

premior C^olleatitiOn 

Prison 

PutTys Saga 

Purple R:iium Day 

Raffias 

RaJder 

R«rnt:ci 3 

Ramrod 

p-Eeai C^hcT,:xitju stars 

Renegade 1 or 3 

Red Heat 

Reulrn Of Trolls 
Renegade III 
Rcrlurn of Jedl 
Return to Genesis 
Rick DnngoiruLia 
RiriySida 
ROanl Hl,i-,h ■ • 
RobUL-ULJ 



99 

MM 
99 

MM 
MM 

14 MM 

l 5 99 

15 99 

1 'i MM 
1 7 .99 

I I MM 
IS. MM 

f* 'IM 

II MM 
14.99 
11 .99 

1 1 uO 

14.99 



14 MM 
9.99 

ii; eg 

1 1 .99 

M MM 
16.99 
1 4 on 
i i E>y 

14 9U 

1 4 MM 

9 99 

1 1 .99 

1 -t MM 
I \, EIM 
1 ii MM 
I M MM 
I Q MM 

13.99 

14 MM 
IM Y^E* 

M MM 
1 1 .99 
14.99 
1 1 MEI 
34.99 

■ I MM 
21.99, 
17.99 

1 1 .99 

16.99 

I / EIM 



I i: .i k-.i M;fcii£j.!-r 

Pociht Rabbit 

Rolling Thunrdnr 



flLin the Oaontiel 

HVI- 

Saryon III CJhass 

Suv'age 

Scorpion 

5crw»l« Deluxe 

S Davis World Snookur 

:;*n illlUrl 

SF Harner 
Shadowcjate 
Sleeping GcjiJk Lie 

f.T.A.cr 
tag 
RtfjFfTi Trooper 
ST OS Compiler 
STOS MdHT?ilru 
STOS Maeslro Pius 
St OS Sprrt#t 600 
KhtTtjt Em Up Con Kil 
Silent Servio* 

f^ilkwurrn 
.• .kneDaii 
S-k;itu ur Die 
Skychase 
Space* Harriar 2 
Spata Racer 
Speedball 
star Glider 2 
Street Fighter 
STOS 
Strip Power 2 
Strike FOC** Narrffit 
[~)~it:i OisM_:S. 
Dev a Dawn 
Super Hangnn 
Supmrrfizin 
Sword of Sod an 
Tales pin 
Tangl^KJ Tales 
Tank Attach 

1 ii-i ii i. i; ji : ^ Jl ji :■ -I i 

Taatdrrve 

Testdnvo 2 Thu Duel 
Thunderbirds 
T hunderlolado 
Tiqnr Ruad 
Time J* Magik 
I it;iri 
Tracers 

Tracks^il Manafler 
Triad 

1 V Sports FcTutball 
Typhoon Thompson 
Ulfimotn C5c*ir 
LJmv Military Sim 
UMS Sc:«n*rio 1 
LJM5 Scenario 2" 
Vermmator 
Vif:l[iry Road 

Vioilanle 

Viru^ Killer 

Vindicators iDomark) 

Virus 

Vnyauar 

Wanderer 

Wnr in Middlu Earth 

WalarluO 

WbC Le Mans 

WnircJ Draams 

Zac McKracken 

Zany 0«*f 



ATARI 

ST 

1 3 .99 

1M MM 
14.99 
16.99 

IM MM 
1 i MM 

14 Ell* 

1lT9& 

M MM 
M 99 

1 1 09 
1 1 .99 
1 -1, >vt 
III El** 
7.99 

I f: MM 
I M MEI 
1 6 MM 
I-i !>9 
13.99 
1:4 MM 

•-.* 99 
i:«: MM 
1IV99 

9.99 
I 1 O& 
1 l MM 
1 I MM 
IM E*M 

B MEI 
1 1 .99 
1 * 9I> 
1 1 .99 
1 1 .99 

16.99 

IM Eli* 
1 1 .99 

I f: MM 

16.99 

15 99 
IM ElEI 
17.99 
15.99 

1:^ MM 

1 1 99 
12.99 
14 'JO 
1 1 .99 

1 I MM 
16.99 

16 » 

12 gg 

12 99 
13.99 
1 1 .99 
1 1 99 

1 1 .99 

IM MM 
1 4 MM 
1 i MM 
I L' MM 
1 M MM 
16 MM 
13.99 

1 1 .99 
13.99 
14 09 
14.99 

IH ME? 

1 1 MM 

1 1 99 
14 99 
1 1 .99 
l 4 OEl 

L-M MM 
1-1 MM 

I 1 CrO 

13 MM 
N i MM 

46.99 

II MM 
14.99 
1 -L MM 

1 a as 

1 T M'lr 

I / H\* 

9 MM 

1 3 99 

I 1 Mtt 

i r. mm 
I4.f*9 
13.99 
I EJ l*M 

M M^l 
14.99 

7.99 

14 99 

17.99 

I 4 99 

14.99 

II M1E 
1 7.99 

16.99 
Ii MM 

I 3.99 

II .99 
14.99 

1lT&9 
17.99 

\i, MM 
1 1 .99 
1 3 H 
14.99 
B.M 
9.99 
i-i M 
1 1 99 

10 99 

1 1 .99 

11 MM 
12.99 
1 1 .99 
14 E19 
14.99 
1 1 .9^ 
14.99 
16.99 
IM MM 



AMIGA 

16.91* 

1 :i mm 

14 MM 
lii MM 
19.99 
1 1 El** 
14.99 
19.99 

14 M!> 
9.99 

1 1 .99 
12.99 
14 M 
16.99 



1 3 .99 

It. MM 
16.99 

1 / MM 

1 / EIM 
9 99 

13.99 

1 1 .99 
14 9^* 

* -I MM 

13.99 

9.99 

1 1 MM 
1 1 .99 

i-a mm 

1 1 ,55 

IE MM 

16.99 
14.99 

1-1 MM 
lfi 99 
U> MM 
Mi ME? 
19 99 
1 7,99 
I !i MM 
1 M 99 
1 1 .99 
1 7 99 
14.99 
1 i 91 1 
1 1 90 
14.99 
I f> MM 
I ii MM 
15.99 
IB. ff 
15.99 
l 4 99 
1 1 .99 
1 1 9$ 

14 99 
13,09 

15.99 
IM MM 
16.99 

1 6 mm 

IM MM 
14.99 
I 1 MM 
1 A ,99 
14 99 
14.99 
1 3.99 

I I MM 

II 99 
9,99 

14 E}9 
14.99 

l 4~99 
14.99 



I 4 MM 

1-1 MM 
IZ MM 
1 7 M 
17.99 
I 4 MM 
IM MM 
1 1 99 
Mi MM 
14 99 
Mi MM 

9 99 

99 

/ MM 
IM MM 
14.99 
|fl MM 
17.99 
14.99 

1 lT99 

IM MM 
21 .99 
Id MM 
1fi.99 
17.99 
1 1 f*9 
14 99 
1ij MM 
1 1 .99 
Mi M- 1 
IM 99 
1 1 99 
13.99 
14 MM 
41 MM 
H MM 
14.99 
14.99 
1CJ Oft 
M M'l 
1 1 Mil 
1 1 .99 
IM MM 
1 I !>i} 
14.99 
14 90 
14.99 
14.99 
1 6 t>0 
IM MM 
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Please send cheque PO Access Visa number and expiry dale to 

TRYBRfDGE LTD 

Oept TH0&. 9 Buckwins Square. Bum! Mills 
Basildon. Essex SS13 1BJ 

Tel 0268 590766 

PfiP inc UK on orders over l5 00. UK orders under C5.0O add 50p per item 

Europe add C1 pec item. Elsewhere add C2.00 p«r item. These offers available 

t>y MAIL ORDER only. Telephone. 0268 590766 

New releases senl on day of release 
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Quality Amiga PD and 
Disc Mags. 



DO YOU WANT THE BEST 
AMIGA PD DISCS, THE LATEST 

DEMOS, AMAZING MUSIC, 
GRAPHICS AND UTILITIES?? 

If so then 17Bit are pleased to be able to 
supply you with just about everything you 
will ever need from the Amiga PD! 
With 429 discs in our own series there is 
bound to be something for everyone. All 
discs cost just £2.50 each or £20.00 for 10 

INCREDIBLE 
PD PACKS! 

Quickstart III Pack (3 discs, membership 

to 17Bit) 
TOP SELLER! 

Amazing!! - Only £5!! 

AM-DEMO PACK 
AM-MUSIC PACK 

Both of these packs contain 5 discs, 4 of the 
respective type and a copy of -our disc- 
magazine... plus membership' to 17Bit. 
Each pack just £10!! (Inc P&P). 

Write or phone now for full listings of our 

PD and the benefits we can offer you. 

17Bit - 'We're that bit better 

than the rest' 

...as you will find out... 



17 BIT SOFTWARE PO BOX 97 

WAKEFIELD WF1 1XX 

' ] TEL 0924 366982 J^ 

Access and Visa orders welcomed over the 

phone (24 Hours, answer machine after 5.30pm) 

Orders Outside UK please add 50p to all orders. 

Membership has no obligations. 
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Loosely categoilsable as a 
3D a read* adventure, SGL 
places you fin a world com- 
prising eight separate *klng- 
doms'» each one effectively 
a separate level with different pu riles. 
Within each kingdom are stx or more 
'landscapes', with most of the game- 
play Involving finding out haw to move 
from one landscape to another and 
then from that kingdom to the next, 

The scenario Isn't devastating^ ori- 
ginal- Everything is going sour the land 
of Tessera, and to put matters right 
you must locate the sleeping god 
N'Ghlr* To do this you must battle and 
punle your way through the landsca- 
pes, keeping your energy high and 
selecting appropriate weapons for 
each opponent. 



Sleeping Gods Li* cleverly combines 
traditional bit-mapped graphics 
with 3D filled geometric shapes. Here's a view 
of your home from outside, Looks pretty, 
dow't itr 



mpire's first offering promises *a uni- 
que world of sight and sound 1 in glo- 

rious 3D - but it takes a little more 

than copious landscapes to impress Steve 
Cooke . . • 
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"he world if presented In a large 
window as a scrolling 3D land- 
scape - something of a Mend between Driller 
and Lords Of Midnight. The Icons around the 
edge of the screen tell you which direction 
you're heading in, what the time is, how strong 
you are, and how magical you're feeling* There 
are also two portograms, showing the weapon 
you 1 re grasping (in this case you're armed only 
with your bare hands) and your state of dress - 
useful for checking your armour status. Note 
that the icons all look rather similar, a some- 
what strange design choice, methinks. 
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Iot everyone you meet is hostile. 
Some characters indulge in a 
little one-way conversation. This may be useful 
for getting information for solving puzzles, but 
it's a pity that there's no scope for more 
complex interaction. The narrative window at 
the bottom of the screen keeps you updated on 
the action and helps build up the atmosphere. 



When you get inside, however, 
things aren't quite so rosy. 
Graphics are sparse and traditionally angular, 
although screen updating is very swift. That 
little thing on the ground is an object. Unfor- 
tunately you can't find out what it is until you 
pick it up, this can be annoying because 
sometimes you may need to make a quick 
decision whether to blag a nearby item or run 
from a nearby nasty - and the decision isn't 
always easy to make when you're not sure 
what the item is! Objects are picked up by 
moving over them. 



^^^T**^ Software houses are 
^h m having a lot of chal- 
wL ^B lenges thrown at 

them these days, 
■afaaaeaaaeal what with more 
powerful micros to write for and 
continuing! developments En prog- 
ramming technology- !*** under- 
standable that a company like 
ODE should want to put as much 
technical innovation into the game 
as possible, but SGL joins the 
growing list of games which, un- 
fortunate ly t are over-coded and 
under-designed. Here this weak- 
ness shows up in the lack of In- 
teraction with the world you find 
yourself in. forcing SGL to sit 
unhappily between the arcade and 
adventure categories. It's a very 
competent piece of programming, 
but those who thrive on puzzles 
will find it limiting and those who 
thrive on action wilJ find it equally 
lacking. If f on the other hand, 
you're of the broad-minded categ- 
ory of gamesplayer and enjoy ex- 
ploration with a bit of action on 
the way, then SGL offers a pretty 
enormous challenge. There are 94 
landscapes to get through — and 
that's going to take a long, long 
time. 



PRICE 
RELEASE DATE 

GRAPHICS 
SOUND 
PLAY ABILITY 
VALUE 



£24.95 
Out Now 
79% 
65% 
75% 
80% 



OVERALL 76% 




■his bloke doem't like the cut of 
your Jib, He'i wily throwing ito- 
n*i, but they reduce your stamina tignificantly 
unlus you either fight back or move away. 
Combat it accomplished by flrrt selecting ■ 
weapon from your inventory (many require 
that you ibo have some ammunition, which it 
left behind by defeated enemJei). A cursor - 
light alto act* as a direction indicator for 
movement If you wish. Hostile characters 
sometimes cause serious aggravation In later 
stages^ providing an unwelcome distraction 
from puzzle solving so you have to divide your 
time uneasily between the two activities. This 
combination doesn't, unfortunately, offer the 
beat of either gamc-rtyla. 



OA two-disk affair as 
opposed to the ST*s 
three, the only real 
difference here will 
be enhanced stereo 
sou nd effects to aid the detection 
of enemies by giving a better In- 
dication of their direction. 



^^^^ Still under develop- 

^lY /^ merit, the Sleeping 
^ ^ f^ IBM God Should be 
^^^^tar available by early 
September — howev- 
er, early indications suggest that it 
should be very close to the ST 
version with the exception of 
weaker sound. 
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D instinctive Software Ine 
seems to revel In produc- 
ing simulations of 'flash* 
motors. First there was 
Test Drive (featuring 
Ferraris* Porsches, Corvettes and the 
like), then its sequel The Duel* and 
now* the flashest of the lot p a simula- 
tion of a complete Formula One sea- 
son, 

But where the other programs were 
seemingly pointless trips in the coun- 
try* this time there's method in the 
madness. There are three distinctly 
different cars to master, eight courses 
to learn and five skill Levels — each with 
its own championship to be decided. 
The five levels go from rookie 



w eave behind your Mini Metro and enter 
a world of drivers with unpronounce- 

J^^able names and long-legged girls wear- 
ing sunglasses on top of their heads. Acco- 
lade is set to take the world Formula 1 racing 
by storm and Ciaran Brennan f s going along 
for the ride. 

Grand 





< where it*s impossible to spin off, the 
car can't be damaged and the gears 
change automatically) through to pro- 
fessional, with the opposition impro- 
ving accordingly* 

Points are awarded in a similar 



fashion to the real thing: nine for a win, 
seven for second place and so on. The 
season Lasts for eight weeks and can 
be saved at any point (there's room on 
the disk for up to nine saved posi- 
tions), 



Stride through the pit to choose 
between a Ferrari, Williams or 
Maclaren - each decked out in accurate racing: 
colours (albeit with Accolade's associate com- 
panies replacing the real sponsors). The Ferrari 
handles well (but loses speed on the straights), 
the Williams is a good all-rounder and, true to 
life, the Maclaren is an unbeatable beast * but 
only in experienced hands* 



III [LURKS 



iassis: HP4/4 
igine: 1.5 Honda U6 Turbo 
lO Hp P H^OOppm 
dime: ll f 5QOppH 
irbox! 6. speed 
res! Goodyear 
'isht : 1190 lbs/'540ksj 




F our performance in the qual- 
ifying lap determines your even- 
tual position on the starting grid. Obviously, a 
place in the top row is the one to aim for, but, 
failing this, a deft starting manoeuvre can 
usually bring you into contention before the 
first corner. 





"here are eight (count 'em) un- 
f easibly realistic courses to speed 
around - either in single race mode* all wrap* 
ped up together as a championship* or one at a 
time for practice purposes, 





ife's a bitch ... a little over-enthusiasm on the first bend has left you (and a pretty 
■irate competitor) sitting this one out. 





"here's nothing innovative or in- 
spirational about the viewpoint - 
the cockpit Is equipped only with a working rev 
counter, gear indicator, digitial speed indicator 
and a black panel above the steering wheel 
which fills to indicate damage* 




The Atari machine's 
poor sales in North 
America has meant 
that, up until now, ST 
owners have been 
deprived of the cream of US pro- 
duct. This situation appears to be 
im proving however, with Accolade 
deciding to develop all future titles 
across the three 16-bit formats. 
GPC will be available for the Atari 
in early 1990, 




the second level onwards, 
wheel damage is recoiled by 
making a quick pit stop. You can choose to 
change all tyres or just one side, but either way 
it's a race against the clock if you're to keep 
your position. 



OMost previous 

attempts are rec- 
reating high-speed 
motor racing on com- 
puter have failed for 
one reason or another: some have 
been oppressively technical, while 
others have spoiled any impress- 
ion of realism by sanding a blocky 
motor around a jerky course* 
Grand Prix Circuit however has 
got It Just right. There's only one 
choice really — which car to com- 
pete in — and once that + s out of the 
way It's straight into the cockpit 
of a realistically moving vehicle 
racing along mostly accurate 
tracks. I say mostly because some 
(Monaco, for example) could have 
benefited from having a few hills 
and bumps to go along with the 
perfect straights and corners. 
There are other elements notable 
by their absence — weather condi- 
tions for one — and the opposition's 
cars could have done with a little 
animation to complement their ex- 
cellent look. But if it's a dose of 
good, no-nonsense racing action 
you're after. Grand Prix Circuit is 
the first to offer excitement* real- 
ism and progressive competition 
all rolled up into one* 



PRICE 


£24,99 


RELEASE DATE 


Out Now 


GRAPHICS 


81% 


SOUND 


79% 


PLAYABILITY 


84% 


VALUE 


80% 


OVERALL 


83% 



>ieHeV Uke most US soft- 

^M | 1 ^J^ ware, GPC was origi- 
^B ^r nally developed for 

^SHr the IBM-compatibles 

and has been avail- 
able on this format for quite some 
time. The usual comparative condi- 
tions apply — the look and feel are 
more or Less Identical, but the 
beeps ar* a touch below realistic. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 



£24.99 
Out Now 
69% 
67% 
84% 
80% 



OVERALL 83% 
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Stay out of the black and into the 
red. Nothing in this game for two 
in a bed... Knife Throwing is the black sheep of 
the game, as it's more of a circus attraction 
than a rodeo event. Your hapless assistant is 
strapped to a rotating target, and points are 
scored by hitting it - but not her, To add an 
extra element of danger, the point bonus 
increases as knives land closer to the assistant, 






Wild West Rodeo 





rian Nesbitt gets off his horse and 
drinks his milk to prepare for a spot of 
wild west action courtesy of Tynesoft- 



William Frederick Cody 
was born in Iowa in 
1846, but moved to 
Kansas at the age of 
four. Because of his 
family's severe poverty, he went to 
work at an early age. becoming a Pony 
Express rider at the a®e of 14. During 
his three year career as a cowboy 
postman he broke company speed re- 
cords and also met with Wild Bill 
Hlckock, who became a life-long; friend. 
In 1663 he joined the Union Army, 
serving out the tail-end of the civil war 
as a despatch rider and hospital order- 
ly. Following stints as a stagecoach 
driver and an unsuccessful attempt at 
running a boarding house, he returned 
to the west as a scout for General 
Custer. 

Cody make his name however, 
when, working for the Atchison, Tope- 

^■F D osiibi y the toughest event, w ith a 
^^ crazy steer let loose in die ring - 

and you following soon after. Chase the steer 
on horseback and when yoVre close enough, 
leap onto its back. Once you're there you've, 
got to bring it to the floor by grabbing its horns 
and forcing it down. Again the event goes cm 
under the eye of the clock, With the fastest 
times winning the highest bonuses. 





At last, a genuine rodeo event! 
You're in pursuit of a stamped- 
ing calf with a mission to lassoo it and bring it 
to a halt before it makes it to the opposite side 
of the ring, the whole exercise is timed from 
the point when the calf is released to when you 
stop it, and the fastest roping times rake in the 
most points. 



ka and Santa F6 Railway Company, he 
shot a record 69 buffalo in a single day. 
This beat the existing record held by 
'Buffalo Bill 1 Constock — so Cody in turn 
assumed the nickname^ 

Buffalo Bill's daring deeds became 
famous throughout America, and soon 
his exploits were being portrayed on 
the New York stage. When Cody play- 
ed himself in one of these ^epics' in 
1S72. the critics panned the play but 
described Cody himself as a "beautiful 
blond' — a star was bom! 

By 16*82, Buffalo BNPs shows had 
grown into major outdoor extravagan- 
zas, featuring sharpshooter Annie 
Oakley and a cast of genuine Red 
Indians and horsemen (not necessarily 
cowboys), The show toured America 
and Europe — even playing in front of 
Queen Victoria — and by the early 
1890's Cody was a millionaire- 

Unfortunately Bill blew his fortune 



and at the time of his death in 1 91 7 he 
was still performing in US circuses 
even though he was so plagued with 
rhuematism that he could hardly stay 
in the saddle. 

TynesofVs interpretation of the 
great man, however. doesn't cover all 
these aspects of his career, preferring 
to centre just on his wild west show. 
There are six events to participate in, 
some of thorn basic rodeo events and 
others proper wild west adventures, 

Up to four players can compete in a 
style similar to the classic Epyx games 
series, but there's nothing so illust- 
rious as a medal for the winners, With 
events as dangerous as these p just 
managing to survive them Is prize 
enough... 
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"rick Shooting ii split into two 
lection v The first involve* blast- 
ing away at cardboard targets in a kind erf 
western shooting gallery, Points are scored for 
wiping out the bad guys, but you're eliminated 
if you hit an Innocent bystander or shoot 
someone in the back. In the second section 
your gun mettle is further put to the test - 
bottles are thrown into the air and youVe got 
to shoot them before they crash to thte ground. 




'he (fijuns have captured a stage- 
coach „ occupants and all and it's 
your job to get them back to safety. Having 
dodged the flying luggage and catching up with 
the stage, you climb to the roof and engage \n 
hand-to-hand combat. You've got to work fast 
as the stage is fast approaching Indian terri- 
tory p so you must regain control before It 
crosses the border. 



\ 




■be last time a game of tills type 
was attempted was in Epyjr's 
World Games, where the rider had to react 
quickly with m action opposite to that of the 
bronco's. A similar approach has been adopted 
here, although things are made a little easier 
by an arrow indicating the correct direction to 
move in. Make the wrong move {or the right 
one too late) and you'll be eating dust before 
you know It 



T^^^l Like Tynesoft*s pre- 
m^ aJ vious effort. Circus 
^ ^B Games, this is a bra- 

^B ve attempt at taking 

■a^H the sports simula- 

tion out of the athletics stadium 
and trying something more di- 
verse, but it doesn't quite come off. 
There are just about enough 
events to make the whole thing 
seem worthwhile, but it doesn't 
take long to get each one off pat. 
Unlike the Epyx series, there's not 
enough diversity in the control 
modes — surely the programmers 
could have thought of something 
more original than a free-floating 
crosshair for the Shooting and 
Knife-Throwing? Bronco Riding, 
Steer Wrestling and Calf Roping 
can be fun at first, but again the 
appeal is limited — the gameplay is 
too basic, The Stage Coach Rescue 
is marginally the most fun to play, 
but this falls down too as it 
doesn't fit In with the rodeo feel of 
the rest of the proceedings. A 
shame really, as some very nice 
graphics have gone to waste. Col- 
our has been put to good use, the 
backdrops and sprites are well 
defined and the intermission 
screens are gorgeous. This wiJd 
west compendium is initially fun to 
play and very nice to look at, but 
the enjoyment is short-lived and 
poor old Bill ultimately fails to 
realise his potential* 

PRICE £24,95 

Out Now 
79% 
70% 
65% 
60% 



RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABJLJTV 
VALUE 



OVERALL 64% 



ODue out within the 
next couple of weeks. 
at £24.95, this isnt 
expected to differ in 
any way - at the 
very most some of the colours and 
sound effects will be subject to 
minor change. 



<^Bk Both CGA and EGA 

J iT iV modes will be sup- 
^S ^J ^1^ ported, and in EGA 
^^^tpr mode it's expected to 
look pretty much 
identical to the ST and Amiga ver- 
sion s + Again, a release date is set 
for a couple of weeks time at 
£24.95. 
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Stunt Car 





So you've raced around 
almost every famous race 
course around the world, 
along California highways, 
across a roasting desert 
setting and around raceways of the 
future. But how does this suicidal 
stunt grab you.., 

Geoff Crammond's already given us 
racing car thrills with Revs and off-the- 
wall tension with The Sentinel, Now he 
offers you the chance to race round * 
track built on logs high above the 
ground at break- neck speeds in a glor- 
ified beach buggy. 

H her« are eight tracks spread over 
a four division league with three 
opponents to race against in each. As you 
vroom your way to the top the tracks become 
more arduous and the racers more skilful. So 
take advantage of the option to practice the 
two tracks in the current division. 




map of the track is shown be- 
fore play- The Hump Back 
looks awkward, but it's a piece of cake com- 
pared eo later tracks, like the moving Draw 
Bridge m the first division. 



Gary Penn takes MicroStyle's rev 'em 
up out for a spin and finds it's a case 
of fatal a-traction Cor should that 
read a-track-tion?). 
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"he opposition (in this case Road 
Hog) takes an early lead. So put 
the pedal to the metal and don't take your 
eyes off the road to watch the wheels bouncing 
with every bump. 





he car's raised from the floor 
then- lowered onto the track. 

Prepare yourself, for as soon as your wheels 

touch the ground, the race begins! 




o dear, took that corner too 
quickly did we? Looks like you 
fell on your fender, Judging by the smoke 
billowing from below, Incurring damage is not 
good. Cracks appear in the frame work, sparks 
fly and ultimately things stop working and the 
car becomes a write off. Lucky the car can be 
repaired at the end of each race. 




The effect of speed is 
^^_ J excellent* and the 
■l ^fl realistic feeling of rac- 

ing at height is sure to 
|ftf^f| unnerve even the least 

aerophobic among us- It must be said + 
this Is how EA k s Powendrome should 
nave felt (It certainly had plenty of 
exciting gameplay elements). Stunt 
Car Racer feels quite wonderful and 
offers sufficient lasting challenge with 
the league system and the d stall nk 
option, which allows two ST or Amiga 
owners to race against each other. 
This is all very well for anyone suitably 
equipped, but the less fortunate amoruj 
us you can't help wishing for more 
variety In the courses - even psuedo- 
random ones. How about an add-on 
disk? 



PRICE 


£24.99 


RELEASE DATE 


September 


GRAPHICS 


86% 


SOUND 


78% 


PLAYABIUTY 


90% 


VALUE 


79% 


OVERALL 


84% 



OA version Is In produc- 
tion and should be 
ready in time for an 
October release at the 
same price at the Atari 
Incarnation. Major differences are dis- 
tinctly unlikely. 



^^H^ Almost complete and 

^^^T sm. looking — and more im- 
^ ^1 i^r P*»rtarrt*Yi playing - ev- 
^^H^pr erv bit an gtood as it 

^^^ does on the ST. Priced 

at the same point as its 1 6-bit counter- 
parts, MS-DOS Stunt Car Racer should 
be spare tyre-ing Its way up the charts 
in September. 
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FEATURE 




FUTURE 




Watch out Flash Gordon, here 
we come.,, into the 21st Cen- 
tury- it used to sound such a 
long way off, but the year 2000 is just 
around the comer. Heavens! Gary 
Penn will be 34 (he hopes) and the 
oldest man In the whole world will 
be... well, dead most probably. 

In a mora 
Science Fie- 
ri on becoming Science 
Fad vein, the Philips' 
Videophone is sure to 
Impress. And if the 
idea of seeing or being 
seen while making a 
call worries you, don't 
let it. The conversation 
can be as aural as you 
want It to be* Move- 
ment is In slow motion, 
with the image up* 
dated a couple of 
times every second, 
but If* effective 
enough to kill the art 
of telephone conver- 
sation* 




fi 2000 
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Fith the thermostat on our global 
If greenhouse going ga-ga, whafs 
likely to be the in gear for the 2,000th year? Will 
it be scientists as opposed to designers which 
provide the answer with clothing which is so 
u noticeable it's u noticeable? Sadly, this question 
wasn't answered. The fashionable favourites for 
the future seem to be variations on the cycle and 
ski wear theme. Mind you, the former Is under- 
standable what with the recent trend of commu- 
ters taking to bicycles in an attempt fa beat the 
strikes. Flares are definitely dead (which won't 

E lease our trendy publisher), and the Hippest 
ipster will probably be wearing Rorschach blots 
and zebra stripes which move with every move- 
ment. 
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The Daily Express Lifestyles 2000 show, held at 
Olympic between July 8th-16th, gave us the oppor- 
tunity to see what ore currently considered playthings 
for the rich and famous, but will be commonplace toys for 
the boys in 1 1 years' time. And all through green-tinted 
glasses. 

Predictably, satellite television 
companies were in abundance, 
with Sky, British Satellite Broad- 
casting and NEC flaunting their 
wares alongside nuclear fuel/ 
bubbly spa baths and BBC's Tomorrow's World 'Studio', 
which invited exhibition-goers to interact with such interest- 
ing innovations as 'magic' gloss which never gets dirty 
(ever ever), 

However, anyone who went expecting to see anything 
like a kettle which not only turns itself off and lets you know 
iKi done so, but also brews your cuppa and drinks it for 
you, came away disappointed. There were no tele parte rs H 
no space planes, not ^ven a Moon base Alpha (and that 
should have been built in 1999). 

No Sir Clive Sinclair, no 'got-to- have-one' gadgets, not 
even o stand devoted to how the past saw the future [The 
21st Century According To Hollywood etc), which would 
have been amusing — and relevant. No CD ROM, No 
interactive telly.,. In fact, fun isn't going to be 'in' in the year 
2000 by the looks of things,,, computer entertainment at 
this show was restricted to a shoebox stand featuring a 
Tarby and Forsyth industry combination of Popcorn Com- 
puter Weakly and Electronic Arts. 

One thing's for sure; the future isn't what it used to be... 



Move over 
Fllofax. 
Come the next cen- 
tury, paper will be 
passe and for the 
plebs. Silicon's the 
stuff for the smart city 
slicker, with Psion 
Organisers and the 
Sharp IQ padding the 
pocket. The Sharp IQ 
features a calendar, a 
calculator, a world 
clock with the accurate 
time in 21 2 cities, tele- 
phone directory and, 
best of all, Interchang- 
ahle IC cards covering 
even more categories 
and capabilities - like 
a spell checker cum 
thesaurus, and the 
facility to translate 
eight languages! 




Ford claims 
Its Probe V 
Is mare aerodynatnl- 
cally efficient than on 
F-15 jet fighter. Po- 
wered by a turbo - 
charged 1.9 litre, 16- 
valve, four-cylinder 
engine, it's driven in a 
mora traditional man- 
ner, with wrap-over 
sliding doors, an 
electro-optical system 
which replaces con- 
ventional side mirrors 
by projecting vehicle 
images on a screen 
near the Instrument 
panel. It also looks 
rather swish. 





w*' ^ 



lOMORRi 




l! 



In -Car Systems Ltd in conjunction with 
Philips has produced a device which 
Is Intended to provide convenience and safety 
for drivers. The multiplex allows you to operate 
the cellular phone and facsimile, control the 
stereo, open windows and slide back the sun- 
roof... all thanks to a keyboard in the centre of 
the steering wheel. The Multiplex also serves as 
an anti-theft device with the driver having to 
enter a personal security code to mobilise his 
vehicle. 



T rekkies 
I will delight 
in the Mercury Call- 
point, a small portable 
phone which bears a 
pa ssing resem b I en ce 
to the Star Trek com- 
municators. A nation- 
wide network of stra- 
tegically positioned 
Call point base stations 
means that you can 
call anyone, anytime 
from almost any- 
where... well, pro- 
vided you aren't more 
than 200 metres away 
from a base. Now the 
next time you get 
stuck in a traffic jam 
during the rail strike, 
you too can plead 
'Beam me up 5cotty'«„ 






MW un- 
veilled Its 
end-of -century con- 
cept car, a sleek look- 
ing beast resembling a 
speed boat. The El, or 
Spider as it's affection- 
ately known, started 
life as a special design 
study by BMW design 
engineers. The com- 
pany is now working 
on the car's advanced 
aircraft-based tech- 
nology, which wlfl be 
packed into BMWs by 
the end of the century. 
Theory has it that com- 
puter controlled cars 
will be equipped with 
lasers and microwave 
technology and will be 
able to run at very 
high speeds — without 
fear of accident. 
Vroomsters will be 
able to enter an access 
road and leave the 
computer to do the 
driving — at a 1 55m p h 
cruising speed in the 
case of the Spider - on 
the super highways of 
tomorrow. 
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OMpimON 




El DESTROY YOUR 
I NEIGHBOUR H0( I 




WITH A 

PORTABLE 

MEGABLASTER! 



COPIES OF BOMB THE BASS' INTO 
THE DRAGON ALSO UP FOR GRABS! 

All courtesy of image works 



High quality shoot 'em up action 
needs high quality sound to 
match. And what better ham and 
egg combination than Xenon II and its 
soundtrack, a thumping good rendition of 
Bomb The Bass' Megablast (Hip Hop On 
Precinct 13), as found on the alburn Into 
The Dragon. 

And as fate would have it, a Compact 
Disc version of the album can be yours.., 
along with a Sharp Integrated CD Hi-Fi 
System to play it on - earsplitterama! 

Apart from the usual array of buttons 



and lights, this black beauty features a 
stereo radio, cassette deck, CD player, 
and detachable speakers. 

Ten runners-up will each get a copy of 
Into The Dragon on either LP or cassette. 
How? By correctly answering the 
following three questions and completing 
the tie-breaker. 

1) Who are the Bitmap Brothers? 

2) What was Bomb The Bass' first chart 
smash? 

3) Image Works* previous shoot 'em up 
was by Tony Crowther - what was it 
called? 



AND NOW 
BREAKER 



THE 'IT'S A GAS f TIE- 



ln Typical The One Style, all you have to 
do is tickle our ribs with a humourous gas- 
related joke (but try to avoid trouser gas, 
eh?). 

Completed entries should be taped to a 
powerfully equipped spaceship and flown 
along a vertically scrolling landscape to: 
Xenon With The Show, The One, Priory 
Court, 30-32 Farringdon Lane, LONDON 
ECIR3AU. 

The fcdrtDr'i decjs*>ri is final and no cflrrc5paride*Ke wfll be -efwerftd 
■46. Emptoym of EHAP. Mirrarwlt artd ill erf Lhflir n?i**d companies 
don't Stand 1 chant* -of winning, so fof"g« nj. 



COMPILATION 



EXCELLENCE 
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OUTSTANDING 

GAMES IN 
I ONE 

SPECIAL PAC" 
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THE AMAZING AMIGA .. . 




Pack Includes; 

A50O CPU, Mouse, P.S.U.,T. V. Modulator, Very 

I irst Tutorial, Workbench 13, Basic, Extras and 

Manuals. 

PLUS POSTRONIX BONUS PACK 
WORTH OVER £250 wi** include io m^k 

Disks, Disk Storage Box, 10 Excellent Games. Mouse Mat, 
Mouse Bracket (Mouse Holder) Deluxe Paint. 



£399.00 



f 13,00 post and packing 



AMIGA 500 plus DISK DRIVE AMIGA 500 + 1084S 

Instruction Manuals, Extra Disk, Workbench 1-3, CTPDrA/ 

The Very First Tutorial, T. V. Modulator, Photon a I LjMLmLKjI 

Paint, Mouse PLUS additional Amiga Compatible n/Vt /\|TI) \JflWIT.OH 

Disk DfiVC and 10 Blank Disks. CULUUR IVIUll L UR 

{including the 
Amiga 500 deal) 

+ £10.00 post and packing 



£449.00 



+ £5,00 posi 
and packing. 



£649.00 




1084S STEREO/COLOUR 
MONITOR • i?1CQ 00 

Compatible with PC, • 
Amiga, C64c,C128 



+ £5.00 post and packing 



mps hoop £229.99 

ifii u i-vr +a.Mpus[ and packing 

Tlie Commodore MPS120QP printer presents The stale of the art in dox mains printers, with all the featuresof a printer lhat 
would cosl much mor?. The MPS 1 200P is designed to be lite three prime rs in one . Il cm aci jnt like m Epson FX printer . or 
with the flip of a switch, il can ad jusi Like an IBM Graphics Printer wuh IBM Group II I character ** (DanisWNorwcpan 
character set) support. It can also print all the characters available with the Amiga in the Amiga configuration, The MP512WJP 
is capable of all the printing functions you would expect, u well w some additional features you may not expect. 

MPS 1500C COLOUR PRINTER £100 OO 

A, TECHNICAL CHARACTERISTICS + O.QO post and packing 

PRINTING TECHNIQUE ,.., Impact dot naufa p-needte print head)- 

DRAFT MODE „„ - mains: 9 vertical dufeK p + 4}hori;onial dols: - print speed: 320diar/s.al Klfcharin 

TABULATION SPEED ...» .2char/s 

PRI NTINt; DIRECTION bi-diiecljona] , mi h opiimised head movement 

PRINT P1THES „„»+-+-».. .. 10 charrtn, to 24/char/in programmable from lint, and in SET-LT mode 

LINE FEED „.*,, «.««•„♦„- 1*11(4.23 mm). ]V8 (J. 17 mm>ami 7^72 in [2.4thhi)l — TiV2i6 inimcJTi/72in. 

CHARACTER SET ♦„„„„♦., ASCII churudtts and special characiere. 

MAX. PRINT LINE LENGTH 40 top 192 diartften* according to print pitch selecled. 




AMIGA 1010 DISK DRIVE 

Amiga 3.5" external drive. Capacity 8S0K 

PLUS FREE DISK £1l/iQ 00 

STORAGE BOX & dUA'TT *JS 

10 BLAN K DISKS + £SM post and packing 



A501 RAM 
PACK 

5 1 2K for the Amiga 



£149.99 

+ £5-00 post and poking 
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. . AND MORE BESIDES! 




THIS TOPICAL GAMES 
COMPKNDILM OFFERS ATHt K 

smrcw. challenge 

Puck unuairii. Dtfc Compulcf I53fl 
Datawltc . Quictahot Joy a ick . MarchMim 
(Tennis), Snooker, ft'udd Champrimsliip 
Uosine rj.ii:--. Tlnirnn^irfc toftfrtttt. 

DUcyThumpuins Decah'lon . Baskcl 
Maskr. Track and Field. 

PLUS P0STR0N1X BONUS PACK 
OF £100 OF FREE SOFTWARE 

£149.99 

i-P-fflpfliiidfHdEint 



1541 II DISK DRIVE PACK 

Pack include: 

IMI IJ Disk Diim, IS Erafc* Disk Game*. 2fl Bfak 
. l™kette&onR*Boj.ANDCEOS3 




AN EXCELLENT PACK PROVIDING 
HOURSOF ENTERTAINMENT FOR ALL 
THE FAMILY 

P*k induiks: CMc Canpulcf I5X Date Caudle. QuidrchflL II Joystick, 
Pmn) Hl-H CcifrHTWiton; Jut* B<k Audio Tape {Ifl Hits). Yamaha 
9 IS HI EM Digital Key Undid nidi Midi . GhwlbusleT. Rullaraund . Tju Ceil 
Ajenl X 1 1. Suqiri.sc (lame 

Plus: POSTKON1X BONIS PACK OF £11)0 OF 
FREE SOFTWARE 



only £199.99 



tfMOpnand 



\ MEAT LXOLE THEME PACK 
OFFERING THEBESTOFH0LLVW00D, 

PLUS A COMPENDIUM (JF T.V. CAME SHOW 

fart indufa: Ch4i: 1530 Data Cvscttc. Qikbhoc El Jovslick, The Grai 
Eicra Miami Viee. Pliloon. Rainba, Top Gun. Every Second Counts, 

Plus: POSTRONH BONUS PACK NLY £149.99 

OF £100 OF FREE SOFTWARE ♦ cap*.* 



(CONTROLLER 

leontroJJeT is hah permanemry 
riiiKjflted on yooii wrnipuiei'tirtisole. 
jcomiwller leaves hands on ik 
keyboard while eiccwrini Iran 
Oirnir.dnikifcilh >'0iir finpcrlipn- 




STARFIGHTEft 

Cumpaiible *nh Sinclair 
"ipeclnim . CoflUtttoft Atari 

Cumnutefi. Alan 2600 Video 
Games Systems 



CHALLENGER DELUXE 

Compatible: with Spectrum (wrd 
upiiunal Lnlerface]. Commndorc. 
Alan 2(4)0 Video System. Atari 
Computci5. Aiistndc«^utem 




A) 17S0 RAM EXPANSION MODULE FOR CRM IS 

Sififik plw it rtBlhe eipansiwl purl <Jfl >i3ur C'HM I £ and ( L2K Bvk-s or 
ii.lilri.in.il Kim an- j^ailark 

B) 1351 COMMODORE MOUSE 

Fx l"ommixlrt' I3>] Miv< * aMfe (taped fur uk »lh Ik CBM Mi'lSd. 

C) J7tt RAM EXPANSION MODULE FOR COMMODORES 

Ho* 1 do vim pel a loUl <if JSlK Ram OA v<*r M. just pkg in Ihc 1 161 Mofok. 

a £149.99 b £19.99 c £99.99 

-Ml preo + B.IB (est ad puikinE 



CHEETAH 125+ 

Compaliblewitli Spcdrura- 
Commodore- Alari 2bMI Video 
System. Alan, Amstrad PC. 
Amstrad. 




\OSW4 



PRISTER 



SEIKOSHA 
PRIMER 

ComptiMewHfenKt 
main of Commodoit 
jorr.puieft Features 
nriefj ol bUC indudiriH 



£8.95 



TAC5 

CONTROLLER 
JOYSTICK 
pMMpttfhfe '*iiii Ami 

Commodore. 

£13.99 




Graphic* and kit teller quality, njverafi piintin^. italics, p | "1 1 t\i\ 
tractor feed and paper seperatar. Comes complete win h atrial J L 3 jf i UU 



SLIk ST1K JOYSTICK 
CONTROLLER 

CampaiiWe willi ^ian C'ompulers. 
Atari Games 5>stcm. CoihukkIuk. 



£6.99 




COMPKTITION PRO 5000 

Compitilik with Connnwkjre (4 and 
Vic20. Sinclair ZS SpccifumtintcTfaa: 
f«quiicd>. 

£14.95 




RAM DELTA DELUXE 
MKROSWITCH JOYSTICK 

(iimpsilibte *Hh Atlri owipulERamd 
Viitea Games Machine. AniMrad PfW 
(withadaplorl.SpeLtrurn 

Camrewdore. 3D 7 t ?7 





TAC 2 CONTROLLER 
JOYSTICK 

Compatible *ithriammodore M 
afid Vie 20. Atari Compulers. 
Alari Game Srttems. 




£10.99 



MICRO HANDLKRMILT1 
FUNCTION JOYSTICK 

Compgtil4cwi[h('ciiMHKJorc Ommdm 
C 1W+4 (adaptor required i. 
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124.95 



ONLY AVAILABLE FROM 



LTD 



A whole] new rungc of innovalive 
computer cowers, made from 
durable clear plastic. Designed to 
fit your computer perfectly ... not 
only safe from dust but also all 
forms of accidental damage . 



C64 OLD STYLE £6,99 

C64C NEW STYLE £7.99 

AMIGA 500 £9.99 

ATARI 52QST £9.99 

ATARI 1041I5TT £9.99 



LARGE STOCKS OF SOFTWAHK & .UTLSSOKIES FOR AM. 16 BFU BIT COMPUTERS -ALSO 
ALL MAJOR GAME CONSOLES - PHOM [mil T9I771 NOW WTTH VOW REOIIHEMKNT8, 
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IF YOU REQUIRE A FREE CATALOOUE PLEASE TICK L 
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Fiiive . . Foouur . - . Thneee , . - Twoooo . . One 
r , . no p not the swinging sounds of the Dave 
Clark five getting down, but the sampled 
sounds of Mr Tn*cey counting down in the 
Thunderbirds Silver Jubilee Demo. Unfor- 
tunately this and the rest of the theme curve from the 
television program is the best bit about it. 

In a more athletic vein there's the Gymnast Anima- 
tion. No prices for guessing what it features, but suffice 
to say a polygon person does the business on a single 
parallel bar, It's short-iived, short on laughs and short-oo 

please. 

So you missed it in the cinema the first time around and 
by some bizzare twist of fete didn't get to sec it on video 
or telly. Now here's your chance to see . wdl p at least a 
minutes worth of action in Star Ware- The Movie, A 
series of very brief animations and accompanying dialogue 
have been digitised from the film . . . and no doubt anyone 
into this sort of thing will derive great satisfaction from it, 

A more imaginative use of digitised imagery and sounds 
is evident In Radical Systems' RoboMia Demo, featuring 
two sampled slice of Art Of Nois^ tunes complete wSth 
sampled speech and digitised scenes from the film 
RoboCop, 

And finally Cyril . . 

And finally , Esther . , . Joining the ever expanding range 
of "playable previews' available on Public Domain are 
Delphines Bio Challenge, Novagens Backlash, Dina- 
mit's Navy Moves, Psygnos^ Blood Money aJid 
Electric Dreams' Wicked- 



ATARI ST 



Star Wars - The Movie, the Bio Challenge Demo 
and the Backlash Demo were supplied by The Other PD 

Library, 108 Kenmare Road, Wavertree, Liverpool LIS 
3HQ, 

The Thunder birds Silver Jubilee Is available from 
The Poltergeists, 63 Wtntr Ingham Way, Pur ley On 
Thames, Reading, Berks RGB 8BH Tel: 0734 428492 



AMIGA 

Get your demos of Blood Money (DISK 355), Wicked 
(DISK 383} and Navy Moves (DISK 413} from 17 bh: 
Software, PO Box 97, Wakefield, Yorkshire, WF 1 tXX. 
Tel: 0924 366982. 17 bit has hundreds more besides, 
including some super House sounds (DISK 412). 

The Gymnast Animation (I Mb ONLY) can be 
obtained from Ray Burt- Frost, 169 Dale Valley Rd, 
Hotlybrook T Southampton SOI 6QX. Send a jiffy bag 
(with stamps to caver the cost of return post) and a blank 
disk for further details. 




"YOUR powers are 
weak old man . - /* 




"BEEE-doop Wheecp- 
booop ■ . ." 

"LOOK at the siie of 
that thing . ." 
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Feast your eyes as Phil South checks out 
texture and how to get it, plus animation tips, 
colour co-ordination, world problems solved,., is 
there no end to this boy's talents? 



Surface texture, or the smoothness and 
colour of an object, is one of the hardest 
things to get right in computer graphics, 
but there are certain processes you can use to 
get a better grip on what your computer-drawn 
objects are supposed to look like, and grve them 
that touch of class. 

Any object has a certain sheen which shows it 
up to be shiny, matt or plain, and light playing on 
your objects must bounce off correctly or it 
looks wrong. 



These effects must either be learned or 
observed. 

A good way to get started is once sgain to 
check out the effects used in games that you 
like. Use a screen grubber program to capture 
and stLidy the graphics, and work out how it was 
all done. 

You can look at objects around the house 
that have the same texture as what you'd like to 
draw, and copy them. Or how about these tips 
to make your work better right away? 




< T 



here are all 



tricks you can try which 
are easy to do and very 
effective, like the old dot 
in the corner ploy for 
example! Simply place a 




The Bitmap Brothers (Xenon, Speed- 
ball etc.) are black belts at this sort of 
thing, so 1 asked Bros spokesman^ Eric 
Matthews, what technique* they use for their 
own brilliant graphics. We kicked off by talking 
about the approach they took to designing 
ohjetts- 

EM il ln Xenon II we're trying to get away 
from just the metallic backdrop, arid get a lot 
more things we are organic, like marbling on 
rocks etc," 
PS So what makes a good texture then? 




white dot at the comer of 
an object and it instantly 
look* classy and glossy. 
Isn't this the reason you 
buy this mag* all these 
easy tips? Yes, I thought 
so- 



EM "It's really difficult to explain, you have to 
show someone how you do it! If you're doing 
something chrome, it's a typical airbrush effect, 
just horizontal bar* of white and tones of grey at 
the top and then you'd probably run it into a 
different colour, maybe a blue or an orange at 
the bottom/ 1 

PS A bit like a reflection of blue sky and sand, 
yeah? 

EM That's it. And then just run a white line 
around it fc put a highlight top left, or wherever 
your light source is. If it's a satiny finish you'd 
have to flare the highlight out a bit more, using 
greys. Not so harsh, in effect, smooth it out a 
bit- Take a white highlight and surround it with 
concentric circles of a few darker shades of 
grey/ 1 



I rawing from life Is the easiest 
'way to get effects of your own* 
Find an object with the reflective quality you 
Kike, and draw it while looking at it. This way 
you not only get the effect you want, but 
you're not relying on a formula to get your 
effect, you're learning your own methods! 
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■he glint or shimmer is a way 
of showing up an object's 
specular or reflective characteristics. 111 
other words, things look shiny if they 
glint. G lines or sparkles are easier to 
animate than a shimmer- A shimmer is a 
band ol grey which moves over the surfa- 
ce of a flat shiny object - for a good 
example of this effect, check out the 
bricks in Arkanoid* lt f s difficult to achieve 
this effect, as you have to tint the colours 
underneath rather than cover them. 



t ay- tracing programs, like the 
nipt 3D package from Byte By 
Byte used here, calculate specular information 
from imaginary light rays hitting the surface 
and bouncing off. As an idea you could gener- 
ate a shape in this package and save it as a 
picture file, meaning you can edit and use it En 
future drawings. 



PS So what about the big one. Glass or 
transparent objects...? 

EM "YeaK make them set-through. Really 
easy... (laugh) I don't know whether you Ve seen 
Xenon II, but there's these bubbles, and 
they're see-through. The/ve got highlights on 
the top left, a different darker tone running 
around the bottom right Basically it's just 
drawn in colour D> the transparent tone, the 
background colour." 

PS You don't have to re-colour the stuff 
underneath as it travels across then? 
EM "Oh no, you can get away without that* it's 
an illusion. On Xenon II it still looks like it's 
distorting the background, but it s not. Its just a 
see-through objectfA lot of effects are disco- 
vered like that, by just trying things out/ 1 
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DATEL ELECTROplCS- 



PRO SAMPLER 



j Variable sample rait ft playback 

■peed, 
j Seperate scroll line waveform 

windows ft zoom function with Edit 

window* for fine accurate editing, 
I 3P *liot of sound waveform. Wave 

editor to design your own 

waveforms or adjust dialing one*. 
□ Microphone A line Input. 

J Software files can be used within 
cither music utilities 

ONLY €69.99 please state asm; 1000/2000 or st version £59.99 



□ 

Q 

□ 
□ 
□ 
Q 



A top quality sound sampling 
system at a realistic price 

10O% machine code software for 
realtime functions. 

HlRes sample editing, 

Realtime frequency display. 

Realtime level meters, 

Adjustable manual /automatic 

record trift Level. 



□ 



Amiga version comet complete 
with " JAMMER 1 ' software for 
playback/sequencing of your 
recorded samples. 

Lots, of useful features. 

ST version has MIDI playback 
option. Play recorded samples vis 
external BOPI keyboard. 

Complete Hardwaje/Saftwera 
package- 




1 MEG INTERNAL 
DRIVE UPGRADE 



J Full Midi Interface for A5OO/100O/ 
2GO0 [please state model), 

J Compatible wfls most leading Midi 
packages (including D /Music). 

J Midi In Midi Out i3 - Midi Thru. 

rj Fully Opto isolated, 

' U No need to pay more - Full Midi 

ONLY £34.99 

f~~ SPECIAL OFFEf ~~\ 

BUY THE MIDIMASTER & 

THE MIDI MUSIC 

MAHAGER TOGETHER FOR 

c ONLY £59.99 j 



PRINT 



□j 2R. pin D 1 to 38 way Centronics 

parallel lead. L.2m length. 
: J ASOO or 1000, please state. 

ONLY £8.99 



MANAGER 



A TRULY PROFESSIONAL 
MIDI PACKAGE AT A 
REALISTIC PRICE 

Q Flay sampled sounds en Amiga from 

any Midi t tack- 
le Full dubbing - listen to one track 

while recording another, 
_J Works with many Midi Interface* 

Including Datel Midi Muter (tee Ad) 
Jj & realtime Midi tracks for record/ 

playback, 
,J Adjustable track length - limited 

only by available memorVi 
J Works with standard IFF files. 





J 

j 
j 
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He place internal 50OK drive with a 

full 1 meg unit. 

Top quality drive unit. 

i- nil I 1 i r L 1 aft Instructions . 

Easily fitted, no special skills 

required, 

Direct plug in replacement. 

Available now. 
When considering a drive 
replacement remembci that 
quality t* most important, 



(J Top quality. 
J 3 metre length- 

ONLY £6.99 pair 

UNBEATABLE VALUE 



ONLY £69.99 



1 MEG RAM 
UPGRADE KIT 



J $12K of FASTRAM to bring your 
SaO STFM up to a full 1040KET 

_J Fitting Is a straightforward 

soldering Job - achieved by anyone 
who hsa a little experience. 



TRACKMASTER 



Track master track display unit Is a 

must foi the disk backer. 
3 Simply plugs Into disk drive port of 

the 3T. 
J No other modifications or 

connections required. 

;_j Displays track number, disk side 
and reld/snite Status as the head 
moves along the disk. 

_J Has daisy-chain socket to connect 
external drive, 

□ In valuable for identifying protection 
tracks etc, 

J Two-digit LED display. 

!_| Displays up to track &S. 

Q Works on both internal and external 
drive iswitchaole] 

| Complete hardware solution - no 
software required. 



ONLY £34.99 
ONLY £99.99 ww " «»*»■»» 




*J Easy to use Icon driven programme 
takes the mystery out of disk 
backup. 

Very powerfull. Regular updates 
available. 

ONLY £29.99 

PLEASE STATE VERSION FOR ST OR 
AMIGA REQUIRED 

FuwrriLill track /sec tor editor, 

[J Displays up to 85 tracks/255 
sectors. Fully menu driven, 

ONLY £14.99 st only 



NOTICE 1966 COPYRIGHT ACT 

DA'J'El.. l£LK< TRONIC'S Lid. nrilliri iiiiihcfi/^s orcondonrs thr um 1 <if ir* pruiliit "K m 

reproduce mpyrttfit material. U Is Illegal to make topics of such material without The 

expressed conse nl uf Hir rnipyngjrl owners c*r tiller licen™^. 
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DATEL 



EXTERNAL 3.5" DISC DRIVE 




CTi^Op I CS" 



| Slimline extra low profile naif - only 

0" iQDgl 

Top quality drive mechanism 
_J Thro ugh port allows daisy Chaining 

other drives (Amiga OfUy)- 
{ A fcuper bly styled case finished in 

computer eolours. 
"j Fully compatible . Complete with FSU 

__, (ST)- 

_| 1 meg unformatted capacity. 
| Good length cable far petitioning on 
you* deik etc. 



AMIGA VERSION 

SINGLE DRIVE 

ONLY £79.99 

ST VERSION 

ONLY £89.99 WITH 

FREE PA I NT WORKS " 



SOFTWARE 



"'" TWIN DISK DRIVE ONLY €1 49.99 

ADD G5 FOR COURIER DELIVERY IF REQUIRED 

JE3 (AMIGA ONLY) 



Q Switch La/out of external drive*, 
| Save an memory allocated for drive* 
not currently in use. 



3 »F1 ft DF2 Controlled. 

ONLY £9.99 




J 
□ 

□ 
j 
□ 



Complete Eprom Board ft ease. 
Accepts up Up 4 i 27256 Koroma 
Mapped Into- the cartridge area. 
Attractively styled case, 
High grade FCB- 
S4K or 128K blOCS* 



ONLY £1 2.99 
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J High quality direct replace men I for 
mouse an ST/Amiga ! 
_J Teflon glide* for smoother 
EiiDvement. 
| Rubber coated hall for minimum slip, 
J Optic: i I system counting - SOO/mm, 



C 



Special off&r - free mouse 

mmt + mouse house 

( worth C7.MJ. 



D 



$T TIMEKEEPER 
CARTRIDGE 



J The correct time /date every time 

you switch on your ST- 
_| Works with most GEM type 

applications, 
G Battery tacked Clock/Calender. 
_J Oil board Lithium battery for extra 

tone Ufle- 
_J Displays In 12 or 24 Hr. format. 
_| Come* complete with set-up disk & 

alarm clock utility, 

ONLY £29.99 



ONLY £29.93 



ETE {STATE ST OH AMIGA | 
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Loir price Bar Code Reader. 

Model 420. high performance, low 

CC4t Bar Code Reader. 

Works with any Amiga/ ST computer 

system (please state which} via the 

RS2ir2 Interface. 

Features a built-in self- testing 

function. 

Features a diagnostic indicator. 

Can tcp-eI C:QfJeft HAM, UPC, Inter 
l^ved 2 of S, Code 39, CODABAR 
Cornea complete with wand, ready 
to go. 
Easy to Install. 



ONLY £189.99 



_j Available with/without calender/ 

clock option. 
_| Simply plugs Internally Into A500 

slot. 
I I Switch in/ out with switch supplied. 
Q Fitted In minutes - no soldering etc, 
i_J Accepts 41256 DRams (zero K 

RAM fitted] . 
_| With calendar/clock onboard time/ 

date automatically boated. 
3 Battery backed to retain time/date. 

ONLY £19.99 

FOR STANDARD CARD TO 

AC CEPT SI 2K 

ONLY £34.99 

FOR VERSION WITH CLOCK/ 
CALENDAR 

NB THESE PRICES ARE FOR BOARDS 
WITHOUT RAM CHIPS, PHONE 07S3 
744707 FOR RAM PRICES. 
PHONE FOR LATEST FULLY 
POPULATED BOARD/RAM PRICES. 




a 



An easy to handle Handy Scanner 

featuring: 105 mm scanning width, ft 

400 dpi resolution enables you to 

Tcpjoduce graphics ft teit on y*ur 

computer screen. 

Adjustable switches for brightness 

£ contrast. 

Printout for Epson compatibles 

A powerful partner for Desk Top 

Publishing. 

With Qenlscan yau have the ability 

to easily scan images, text ft 

graphics into the BT/ AMIGA. 



Powerful software allows for cut ft 
paste editing of images etc , 

J Save Images in Suitable format for 
most leading packages Including 
DEGAS, NEOCHR0ME, FLEET- 
STREET, DELUXE PAINT etc, 

_| Package Includes G540O0 scanner. 
Interlace 4 Scan Edit software. 

[J Unmatched range of edit /capture 
facilities simply not offered by 
other scanners at t his unbeatable 
price, 



' SPECIAL OFFER 

COMPLETE WITH PAINTWORKS (ST) OR DELUXE PAINT II 

(Amiga) for ONLY £189.99 

l INCLUDING HARDWARE/SOFTWARE ' J 



all 6rd£rs normally despatched WI1 f 48 HRS 

HOW TO ORDER ... 



BY PHONE 

CIS K 

0782 744707 

2ahr Credit 
Card Line 



BY POST 



Send cheques/ POs m»Q> 

payable to 

"Datel Electronics" 



PAX 

0782 744292 

UK ORDERS POST FREE | 

EUROPE ADD £1 

OVERSEAS ADD £3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANtrE WITHOUT NOTICE 



CALLERS WELCOME - Please reserve goods by teisnirone prior to visit. 




DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE | 
GOVAN ROAD P FENTON, STOKE-ON TRENT, ENGLAND, 



SALES ONLY 
0782 744707 



1 tLL.ftlXH^/lL. Ui%L*t 

0782 744324 
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A sweaty 
joystick 
in one hand 
and an Ice 
lolly in the 
other, Gary 
Whitta bra- 
ves the heat 
of London's 
Electrocoin 
arcade to 
keep you up 
with the 
coin-ops... 

WWF SUPER STARS 

r 




GANG WARS ▼ 
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WWF SUPER 





■he WorM Wrest- 
ling Federation is 
no place for wimp* - 
something that Tech- 
no* makes quite clear 
in its latest effort. 
WWF Superstars is a 
simulation of Amer- 
ican Tag-Team Wrest- 
ling - not so much a 
sport, more an over-the-top form of no-hoMs- 
barred violent entertainment that's a major 
crowd-puller in the States. 

The rules are simple 
enough. One fall or a 
knockout decides the 
winner, but actually 
managing to pin or 
batter your opponent 
into defeat is a great 
deal more compli- 
cated. There are plen- 
ty of techniques at 
your disposal - you can kick, punch, throttle, 
throw p spin, knee p head-butt and jump on and 

elbow your opponent 
to reduce his energy 
level to zero, at which 
point you can pin him 
to the canvas to win 
the bout, 
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When a wrestler b 
taking too savage a 
beating it's time to 
'tag*. Make your way 
to the corner of the 
cheering you on and 
him into play and give 
Rules state that only 



ring where your partner is 
hit the tag button to bring 
the weary wrestler a rest 
two wrestlers may be 
in the ring at a time, 
but these rules fre- 
quently go Straight out 
of the nearest avail- 
able window. 



The action in WWF 
Superstars is cringingly 
realistic - you can 
almost feel the elbow 
slams. Once you get the moves down, WWF is 
tremendous fun t with the K tag' element especially 
adding to the fun* 







■here are eight wrestlers to choose from, includ- 
ing the legendary Hulk Ho gin, 'Ultimate War- 
rior* (a heavy metal refugee), the Elvis lookalike 'Honky Tonk 
Man 1 and 'Big Boss Man\ a Mew York cop complete with 
nightstick! 
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Time once again to take to the crime-ridden 
south side of New York and embark on a 
frenzy of good aid fashioned street violence for no 
particular reason. Like Double Dragon, Double Dra- 
gon ll p Downtown and Crime Fighters before it; 
Alpha's Gang Wars is a two-player scrolling beat 
p em up that pits you (and an optional friend) 
against an army of degenerate street punks. 
The two players may look different {one is 
streetwise vigilante, the other a kung-fu master) 
but their fighting styles are the same. Each has a 
volley of kicks and punches at his disposal t and can 
pick up and use objects and weapons found along 
the way. You can swing baseball bats and bottles, 
wield concrete girders (!) and throw rocks - in a 
style all- too similar to Double Dragon's. 
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fWF's wrestling action rs drenched in OTT TV presentation - the wrestlers 
are driven around the ring in a motorcade (much to the amusement of the 
screaming fans) before each bout and screen for a rematch when beaten. 
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GANG WARS 
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CRIME CITY 



Somebody at Taito mutt be a big fan of Miami 
Vice: the two stars of Chase HQ P Raymond and 
Tony are unmistalceable Crockett and Tubb* 
lookalikes and they're now making a second 
appearance in this, a psuedo sequel, 

There's practically no plot (just like the show 
really!), but compensation comes in the form of 
high-calibre firefrghts and buckets of blood. 
"Crush out the crime! We're the supreme law!" 
yell Tony and Ray before hitting the streets to 
waste serious numbers of pimps, users, muggers, 
murderers and TV licence dodgers, 

The main section is a RoboCop-style horizontal 
shoot-out, with the two cops without socks blast- 
ing their way through a never-ending Army of 
felons. Along the way they pick up machine guns 
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TCH HOLD OF. 
ISON BREAKERS^ 
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■he scene is set as Ray and Tone are woken 
in the smalt hours by a phone call from the 
^loo-tenant's "Get up and go bust some crooks", he* 
bellows. " Yol" they shout back before strapping on their 
shoulder holsters. Inspired scriptwriting! 

The violence is very passe. Your opponents 
don't bleed when hit and when they finally die 
after a hefty battering they flicker away unreal Jsti- 
cal!y» The collision detection is also a bit suspect - 
you don't seem to be any more dangerous when 

you're clutching a con- 
crete girder than 
when you're bare 
handed! 

This fighting effort 
doesn't offer enough 
of an improvement 
over Double Dragon — 
although die-hard beat 
'em up fans will prob- 
ably go for it. 




"he action hots up on the second level as the boys attempt to stop a gang 
from escaping in a convoy of sports cart The cops make their way to the 
*boss p car at the tail end of the convoy by leaping from boot to bonnet. Should either cop 
mistime his jump he slips and falls under the wheels of the approaching car and Is 
unceremoniously squashed. 




boasting rapid and three-way firepower for more 
efficient villain-wasting. 

Sections end with a massive 3D firefight, with 
villains rushing on screen, opening fire and then 
diving for cow. The big boys occasionally drive 
across screen in flashy sports cars, with a machine 
gun blazing away from the window. When all Che 
perps have been blown away, it's back to the 
horizontal action. 

While Crime City doesn't offer anything new, it's 
well executed and the action comes thick and fast, 
(with one of the highest body counts seen in a coin- 
op for some time). And with the whole thing 
presented in (albeit unintentional) tongue-in- 
cheek style, you can't go far wrong, 

^nly hatf way through the level and the action is already too hot to handle 
as you do battle atop a garage roof. 
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CAPTAIN 



DARK PESTROXER, WE FIENP 
WITH A SEVERE 'PERSONALITY 
PROBLEM IS TRYING TOQESTRoy 
ALL WE GAMES SOFTWARE 

in r weeny..... 
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tfOLP IT 
RIGHT WERE 
SCREWBALL 
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' CAPTAIN LIGHT 
YOU BRAINLESS W/MP/ 



DESTROYER 



'YWANNA PLAY 
6 AMES SUCKERS? ' 
HAW/ HAW/ HAW/ 
NO MORE FUN 
MEAWEAPSL 
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SO IT WAS A BIT 

BELOW THE BELT, 
WHO CARES? ONLY 
TROUBLE IS, HE'S 
PESTROYEPALL 
WE GAMES 
SOFTWARE 
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Ae>f W0/T /? SECONP 
THERE MIGHT BE ONE 
SUMMER OP HOPE. . . 



Post lz> The fViono Computer Shc*v, 
Tckflf Office, 11 Jdondnisrer fiqwn?, 
l London W1M SAB. 

Pleas* asrtd mc m^ ikMcl «o nSe iVsoral 

i \ Computer Shpw 

i NoofTkkeh 

\ Nam* 

\ Addi-fiii 



A 









I ENCLOSE A CMEQUE.'POSTAi OSDtK 
MADEFATABLETQ IHE PERSONAL 
i COMPUTER SHOW 

FOR f£3.50pfcr riclwl-j 

. Undw 18'* will nqyl b* ndm<11p-d on the 
i\ 27lh, 28m crvrj J9m Siplftmb^ as rhese 
\ days are avclirvvBly for Trade and 
, Gu^ness visitor 5. Under 19's wil I 
V norbe allowed mine 
\ bfcuinaii hoi. ONE 



CREDIT CARD HOTLINE: 01-74) 8989 



SWITCHED ON FOR LEISURE 

The Personat Computet Show fs presented by Persona' Computer World Magaime a V.N.U. pi 
Organisers- MonfbafJd Ltd.. H .Manchester Square, London WIM 5AB ■ 
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WILLOW 



Despite George Lucas' latest fantasy epic's 
relative lack of commercial success, it's 
already sparked off a board game, a home compu- 
ter game from Mindscape and now a CapCom coin 
guzzler. The result is a swords 'n 'sorcery/ 
p I atf or ms'n" ladders shoot 'em up that bears a 
remarkable resemblance to the company's earlier 
Ghosts V Goblins. 

The plot concerns the quest of the diminutive 
eponymous hero, who stumbles upon an abando- 
ned human baby, only to have it kidnapped by an 
evil witch. His mission is to retrieve the baby, 
who's actually the heir to the throne of Wi I lowland 
(shock horror!). Along the way he enlists the help 
of Madmartigan, a freelance adventurer, and the 
two take off in search of the little darling. 

The player controls both Willow and Madmarti- 
gan, alternating between the two characters be- 
tween levels, The stumpy Willow is understand- 





I ying enemies release a piece of gold which 
'comes In handy when a secret cave is 
reached. Here a cantakerous old wiiard offers you his 
wares in exchange for cash* You can recharge your 
energy, upgrade your magical power and invest in 
mystical and powerful lings and charms. 




ably slow and can't jump very far, but he*s m 
expert magician and kills the palace guards by 
shooting them with lightning bolts. For extra 
devastation, hold down the magic button to 'beam 
up' Willow's energy and so release a deadly orb 
which kills everything in its path. 

Madmartigan, on the other hand, is faster and 
more athletic, but is armed only with a sword. 
Fortunately each level has been designed especial- 
ly for the character that appears on it, so, for 
example. Willow never has to do anything that 
Madmartigan would be better suited for. 

Willow Isn't a bad film interpretation, especially 
graphically. Willow and Madmartigan look just 
like their silver-screen counterparts!, and some of 
the backdrops are just as impressive as those in 
the film. The game pi ay however is rather limited 
and the appeal may be short-lived even for fans of 
the movie* 
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It's the end of 
the second 
level, and Madmartigan 
makes good his escape on 
a horse and cart with 
Willow at the reins. Un- 
fortunately the palace 
guards are hot in pur- 
suit... 
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illow reaches the end of a level, only to 
be confronted by a super-demon sum- 
moned by the evil witch. At first it looks like a harmless 
puppy, but then it's struck by lightning and transforms 
into a huge slavering fire-breathing wolf! 
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Afterburner 

Astaroth 

Barbarian II 
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SPECIAL OFFER. BUY TWO GAMES AND GET A MYSTERY GAME FREE! 
Plea&e specify computer model. Please allow 1 4-28 days delivery. Strictly 
mail order only, Postal orders or Access credit card despatched within 48hrs. 
Postage and Packaging inclusive UK/EEC/BFPO. Elsewhere odd £3.00. 
Make cheques payable to G-Ten Limited. 

J Send order to: G-TEN LIMITED 

Dept TONE 01, Free post 
(UK/BFPO no need to add stomp), 
5A Sunnyside Terrace 
Edgewore Road, London, NW9 9YP 
or Tel 24hr Telesales: 01 200 4858 





Most advertisements are legal, decent, honest and truthful . A few are 
. not, and, like you, we want them stopped. 
If you would like to know more about how to make complaints, 
please send for our booklet: The Do's and Don'ts of Complaining: It's 
free. 



The Advertising Standards Authority. 
. We're here to put it right. 




ASA Ltd., Dept. Z, Brook House, Torn ngton Place, London WC1E 7HN, 
This space is donated in the interests of high standards of advertising. 
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If a picture paints a thousand words, the 
comic artist Dave Gibbons has been responsi- 
ble for a couple of dictionaries' worth. And 
now that he's got an Amiga, who knows where 
the story could lead - Gary Penn and Ciaran 
Brennan investigate.*. 



Dave Gibbons' love for his art has 
been with him since his first phy- 
sics lesson. As he tells it: 'I'd set 
up the equipment and have to do a report 
about the experiment with a little side-on 
drawing or use those stencils. Except I 
used to draw these detailed three dimen- 
sional works of art**." 

Although Dave has been into drawing 
comics for as long as be can remember, it 
was never considered to be something 
that you could make a serious living out 
of - particularly if you lived in Hertford- 
shire and wanted to draw for what was at 
Che time an American dominated 
medium. 

Things changed however when he came 
across a comic book drawn by an English- 
man, Barry Smith, who later went on to 
draw ConarL Seeing this early effort, Gib- 
bons thought 1 could do better than that' 
- and although his first efforts proved his 
youthful arrogance to he slightly mispla- 
ced, they did show enough potential to 
keep the young scribbler interested. 

Having cut his teeth on fanzines, Gib- 
bons 1 break came when his work was 
shown to an art agent who found him 
work with DC Thompson, the company 
behind the Beano, Wizard and Hotspur. 

Using his first work as a letterer to 
build up contracts, Gibbons' first pub* 
lished artwork came in the Wizard where 
he illustrated a character called the Scarlet 
Hawk and another called Nick Jolly (the 
flying highwayman). 

Dave's since drawn for 2000 AD and Dr 
Who comics, among others, as well as the 
occasional "graphic novel* such a$ Watch- 
men - the tome that did more than any 
other to raise the art form's profile as a 
serious medium. 

He has recently turned his hand to the 



writing side for a Rogue Tropper series for 
2000 AD and was also invited to script a 
story for Batman's 50th birthday, which is 
being drawn by Steve Rude (by name and 
nature apparently). On the more traditio- 
nal artistic side, Dave is collaborating 
with Frank Miller (of Dark Knight fame) - 
but more of that later. 

In his spare time (what little of it he 
seems to have) Dave has lately been 
deriving great satisfaction from fiddling 
with his newly-acquired Amiga. 

Using a different medium, 
be it pencil or brush, usually 
produces different results. 
Would this be true of using a 
more 'mechanical* tool such 
as a computer? 

"When you start to produce a 
drawing - well, anything really - 
if you feel like you're playing 
you're likely co come up with a 
more creative thing than if you 
fell like it's work, It removes a lot of the 
pressure - like a word processor, there's the 





fact that you know that what you're doing is 
infinitely adaptable. 

"The way I would normally produce a comic 
strip is to begin by drawing 'thumbnails', in 
other words do the comic pages very small - 
you have to see the overall shape of something 
before you get down to the details Then I 
would draw it all out in pencil and then I'd ink it 
in. 

"I tend to start with the larger shapes and 
then refine them and add the detail and the 
smaller shapes. Which is much how I find myself 
with a computer art package. The thing I find 
about using the mouse is that you tend to use 
your whole arm to draw with - you get more of 
that gestural quality. You actually get a very 
interesting line, like the curves that your hand 
naturally makes. 

"I like the fact that you can mess around 
without feeling inhibited at all because you can 
very easily rectify your mistakes. You can get 
very nice random effects that you probably 
wouldn't have thought of yourself. On* of the 
things I particularly like is the facility to actually 
take a part of a picture and to move it around. 

"It's also a good way to try out colour 
combinations. What I usually do with colour 
work is to produce colour sketches to see what 
the three or four colours I'm going to use will 
look like together, This is something you could 
easily do with a computer art package. You 
don't need the detail just the main shapes to try 
out colour schemes - and of course you can 
cycle through the various combinations, 

'There's a lot of space for computers at both 
ends of the process really, However I'm not so 
sure they are subtle enough to comfortably 
produce finished artwork that doesn't look like 
its been filtered through something, I would 





"ime Pieces... more Gibbons gener- 
ated graphics. 
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only use a computer for finished artwork if it 
then became invisible that it was done on a 
computer/' 

You were saying earlier how computer 
games are a lot more interactive than any 
other medium. Tele vision is just there 
and you generally watch what's on, 
whereas with video you decide ort what 
you want to watch and you have to put 
the cassette into a machine. But this fails 
to explain why computer games, like 
comics, have long been regarded as chil- 
dish - in Europe anyway. Only recently 
have comics become a more acceptable 
entertainment medium with the advent 
of what are deemed more "mature 1 
Graphic Novels.,. Like Watchmen and Dark 
Knight. Why do you think this is? 
"I think it's good that comics have got a wider 
acceptance. IVe always thought that they were 
a legitimate medium, although they have been 
used from time to time to express fairly juvenile 
and inconsequential things - there isn't anything 
wrong with that, but I would like to see a 
greater breadth, Really it's just another way of 
telling a story. 

"I don't like the way that certain sections of 
the media are only interested in comics because 
they think its this year's fad. But I do think that 
there will be enough good material left on the 
beach when the tide goes out, 

"The worst sort of comics are those in which 
nothing happens... comics written for the sake 
of it- The famous science fiction writer Theo- 
dore Sturgeon's Law says that 90% of every- 
thing is crap, and I certainly think that's true, It 
has to be. Otherwise the good stuff can't be 
good. 

"It seems that computer games are finding 
their own level in the same way as comics. I 
think that a lot of games, like a lot of comics it 
must be said, are pretty banal and pretty 
repetitive - sort of like chewing gum. They 
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kave Gibbons: come book artist, wri- 
tten games player and former ten-pin 
bowling champion... 

wont do you any harm but on the other hand 
they aren't likely to do much good/* 
So which games have you found fulfilling? 
'1 find puzzle games the most interesting, And 
the flight simulations... Falcon's brilliant. You 
get to the point where you think you are there 
and you find yourself leaning in the chair... 
Rocket Ranger is very interesting stuff, thai to 
me is like those role playing game books. It's a 
different game every time you play it. 

"I suppose it's a way of getting rid of the 
inherent aggressive side which must be in all of 
us... blast something away on a computer screen 
if you've had a hard day at work. It's a bit 
frightening how much you do enjoy wading 
through aliens p but as long as its on a computer 
screen... 

"it** the same with comics. I've got a sone of 
nine and he knows very clearly the difference 
between violence in a comic or on a computer 
screen and reality. He can see all sorts of 
mayhem going on in a comic book, but if he sees 
two people in the street with raised voices or 
somebody grabbing somebody else by the shirt 
he's horrified/ 1 




An ex 
com 



n example of how a sketch wu 
lstructed.^ First the frame- 
work of the ship is produced, the construction 
lines are then erased and finally the detail 
adoedi 




Comics produced on a computer are 
nothing new, but none so far have used 
the computer as much mora than a 
gimmick. Michael Saenz and Beno Gillis* Shat- 
ter was the first computer comic. It appeared in 
June of 1 989S^ with a story almost as lifeless as 
the computer on which the artwork was 
produced. 

Michel Gotze's Das Robot Imperium on 
the other hand, is a more impressive work - the 
story is at best only marginally more enthralling 
than Shatter**, but here the use of a computer 
is not just an attempt to be different It's been 
used as an creative tool. 

Michel created most of his sketches on an 
Atari ST and using a 3D program he produced 
'models' of scenery which could be enlarged or 
reduced and portrayed in airy perspective or 
viewed from every conceivable angle, This 
inventive use of computers in the production of 
a comic strip is something which greatly appeals 
to Mr Gibbons, 

'One of the implicit things with comic strips 
is continuity. You have to draw people, objects. 



Have you developed an affinity for any- 
particular character or publication during 
your prolific career? 

"! like Zippy The Pinhead and Will Eisner's 
Spirit, but I suppose on an all -lime basis my 
favourite comic book character would have to 
be something elemental like Superman or 
Batman ' 

"I do look at Viz from time to time. What I like 
about it is one of things which always appealed 
to me about comics.-, there's something very 
democratic about it, that feeling that anybody 
could do it/' ■ 

What's the most satisfying thing about 
producing comics? 

"The beauty of comics, which is something 
doesn't apply to TV or movies, is that with 
something like Watchmen it was just Alan and 
me and John Higgins (the colours t). There 
wasn't anyone saying we can't do that shot 
because that's going to cost twice as much as if 
we set it up this way. or there's such a lot of 
money riding on this that I think weVe going to 
have to cut that scene in case we alienate 
people. Comics are very much a personal vision, 
"One of the misconceptions about comics is 
that they are a written medium which is later 
illustrated, when in fact in the best comics it alt 
happens at the point at which the words 



lit sequence from D» Robot Im- 
perium shows how easily image* 
can be manipulated to create different 
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become pictures. It's the relationship between 
what's said and what's seen. There's a marvel- 
lous book by Will Eisner (who created the 
Spirit), called Comics And Sequential Art, 
and he shows you the same picture with the 
same word balloon but with a slightly different 
image... 

"Another unique thing about comics is that 
you can read them at your own pace. There are 
things in Watchmen that you'd have missed if 
it was a film - even reading it you miss things the 
first time through, which was the intention 
whereas in a movie all this detail could be a blue, 
Although I suppose it might get people to go 
back to see it again,.. 11 

That said. Watchmen is uncannily cinema- 
tic for a comic book. 
"Yeah, I suppose so... With Watchmen, Alan 
and I would talk a great deal on the phone: Alan 
would run by what he had in mind and I would 
offer my embelishment and all the time Td draw 
'thumbnails' (rough sketches). By the time I got 
the script I knew what the page was going to 
look like, 

"Another thing which added to Watchmen 
was a return to basics... keeping most of 
pictures the same shape and size so it became 
like watching the TV. The eye edits out the 
things that don't change. When you watch TV 
you get so involved that you don't notice the 
lamp or the damp stain on the wallpaper. 

4 It also meant that when you came to a frame 
which was even twice the normal size it struck 
you as a big one. Like the aftermath sequence in 
the final issue. We knew from the very begin- 
ning that we weren't going to have a full page 
picture until we got to that issue, just to 



emphasise the horror of it all. 

"Most comics tend to talk at the top of their 
yoke all the time, and not just with what's said... 
Dynamic angles and so on work for jack Kir by 
(the infamous Marvel supremo) because the 
kind of stories he does are active with quiet 
highlights, whereas Watchmen's a quiet story 
with active highlights. What you have to do is 
keep it down a bit so you haven't reached the 
top of your volume before you want to, M 
Will the film will be worth shouting 
about? 

"Alan and I have blown hot and cold about it. At 
one point we thought it's bound to be an action 
adventure film which we're going to be asha- 
med of so we don't care. But then when we 
heard that Sam Hamm was going to write the 
screenplay, and Alan and I had both seen his first 
draft of the Batman movie, which was great, so 
we thought fc Oh well, it could be ail right/ 

"Sam's simplified the story, as he had to, but I 
think he's done a very good job of it The stuff 
about the pirate has gone and so has the stuff 
about the foties heroes... it's actually a comple- 
tely different plot from the comic book, but it's 
got exactly the same flavour and attitude to 
things. 

lt Apart from the beginning, which I'd imagine 
had been imposed by the film studio. Most of us 
are familiar with the idea of superheroes, but 
they think the average movie-goer isn't, so the 
movie starts with The Watchman" in action - 
The Watchman is what they've called them, 
although we've strenuously tried to persuade 
them that they're not called The Watchmen, 
There isn't a group called The Watchmen. It's 
really a term of abuse... 



"But I thought it was a first rate script The 
characters have survived the transition intact 
WelL. they'd tried to cuten Rorschach up a bit. 
He should have no redeeming qualities. He isn't 
a loveable nutcase. He's a nutcase and that's it. 

'The thing which really clinched it though 




People were also drawn u skeletal 
frames and only filled fn once a 
suitable posture wu found. Only slight changes 
of gesture and features are necessary If the 
scene spread! across several frames. In fact, 
elements of other pictures can effortlessly be 
manipulated end merged to create a new 
Imaf*. 



DOC Manhanttan: the mast pow- 
erful superhero ever, "He isn't 
human - he's almost God. In the movie he his 
to look invisible almost, like he doesn't exist, 
wh ich Is how I tried to draw h im . You probably 
noticed he doesn't cast a shadow..." 



settings from several angles, A good example is 
the intersection in Watchmen, where you've 
got the news-vendors stand and a hydrant and a 
restaurant and everything's got to stay in the 
same place and apparently - sometimes what's 
supposed to be realistic perspective isn't - be in 
relation to everything ebe 

'f ou have to perform a lot of mental 
manipulation! which means you tend to use 
'stock' images- What is interesting is the facility 
to draw a three dimensional image from a plan 
or elevation and manipulate it on screen, rotate 
it and actually view it from angles that you 
probably wouldn't think of. 

"What youve got to recognise though is that 
like anything else a computer is only a tool. 
When Shatter came out it was billed as the 
world's first computer comic, as if the fact that it 
was done on a computer made it any better. But 
it was obviously a very experimental thing to 
do," 
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was hearing that Terry Gilliam might be in- 
volved as Director. We thought "Wow, if 
ariybod/'s going to make the film with us he's 
the man. iM 
So what's next! 

The thing that I'm doing next with is a comic 
called Liberty, with Frank Miller. The lead 
character. . one of her. ah_ Her! what a 
giveaway-- One of her qualities is that she's a 
child of the computer age and is very very good 
at hacking into computer systems. We touch 
upon what we think might be the possible 
interaction of man and computer in a slightly 
future age. 

"We were very hesitant to talk in specifics 
about what Watchmen was about when it 
appeared, and in a way I'm very hesitant to talk 
specifically about what Liberty is about If you 
said Watch men *s about retired super he roes, 
you'd think Oh, Liberty is about this girl whos 
good on computers,,, 

"We've done a series of ads,,, you know like 
we did with Watchmen with those single 
images, like Rorschach saying 'I wish all the scum 
of the Earth had one throat and I had my hands 
about it" and you thought What's this about? 1 
Well, we ve got the same sort of thing with 
Liberty 

Come on then, what are these 'ads* likeF 
{adopting deep- voiced American TV presenter 
accent) "Liberty: An American Dream 

The first ones about sport, There's some- 
body dressed up in an American Football 
uniform, but it isn't - it's like a soldier's uniform, 
and he's running through the jungle and there's 
people firing at him... 

"Next there's The Family. There's a room 
about the size of a phonebox, with three people 
in it, six inches away from a TV screen, And 
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then there's Education. All that Education is h is a 
room full of computer screens with a kid in 
front of each one looking at an identical image... 

"At one point you see Martha - that's her 
name: Martha Washington - you see her 
cheating at this quiz. The president at the time is 
RexaN and she's doing this test which says 
'Which president passed this law„/ and she 
presses A for Rexalk Which president this... 1 
Rexall, And so on. 

"She says just press Rexall every time, it'll 
get you at least a B. And just as she says that she 
gets a question wrong and the computer says: 
Your grade is C. So she says It doesn't always 
give you a B.„ but I can fix that' And she hacks 
into the central computer and changes her 
grade. 

l The teacher's watching over her shoulder 
and he says: I don't know Washington. I was five 
years older than you by the time I learned how 
to do that. You know, youYe so clever in some 
ways but in other ways you're so stupid, 1 bet 
you don't even know which president crossed 
the Delaware../ And of course it's George 
Washington - and she goes Rexall?' It's a real 
nice little sequence. Education doesn't necessar- 



ily teach you anything, and the things that you 
do learn are the peripherals. 

"Liberty's taken a long time but it hasn't 
been spent sat at the drawing board redoing 
things. We wanted to do something different- 
It's being published by Dark Horse, an indepen- 
dent publisher... a really nice bunch of people, 
and they're small and dedicated to making a 
really good job of it. 

"It's rather interesting that as a creator you 
get a publisher to work for you. a bit like if you 
made records, whereas it always used to be that 
the companies had their characters and you 
were lucky to work on them. Now it's turn 
round and it's very much creator led. That's 
been a major difference in the industry and I 
think that's very encouraging for the future/' 

And on this happy note we took our leave of 
the chatty scribbler, still clutching his mouse and 
putting the finishing touches to a particularly 
crude snowman, who would be better suited to 
a fridge door than a mature graphic novel Still 
it's early days yet - and if Mr Gibbons interest 
stays at this level, it may not be too long before 
the link between comics and computers becom- 
es even closer. 



Dave Gibbons DPaint-drawn 
Rorschach. "The thing that's 



difficult about drawing Rorschach is trying not 
to make the blot look too much like a face/ 1 




■ 




■^^— „rn iiiia«iMdiBiiii 



GL*A$-S*F*EHD 



FOR v FAST SALES 



MICRO-TECH 

1 COMPUTER TECHNOLOGY 



COMPUTERS BOUGHT, SOLD 
AND EXCHANGED 

Second-hand ST & Amiga Software 
Plus all the latest titles 

New shop now open at 

9b r Seaside 

Eastbourne 

PC'S, XTS, ATS, 286 and 366 
Sold and Network Systems Installed 

0323 411 391, 0323 412 182, 0323 412 183 



1 



l 



ATARI ST AND 
AMIGA SOFTWARE 

inifcF^rt d'' d* r£MKl SeiKlOfi (■' PSfe* KH^ 'iftf Ar£4i, now and 

-iiE itdui Irsl ku- gmtta Iih taaurid 1,5011 dilfiifcrf >j;.'ijI H^ 

l-fli hjl wmi5i wnd* ^fnpflti aridVHfd nvrtif]tf< iHltgnvfi 

TuHda* ID Fivq>. Tj*r-1QpTi 

LOW ATARI PRICES 

Alft-i &20 tiT>M tZ» W potl Ir&fl ■ II disk* 
Amiga AMO at only C179.9D. FN>&! frM 

BEST QUALITY DISKS 

Top ojua% i^ilatw!i«f 3' «" dou^e siriwi d 
l0k*£13.9S 50 1& 54.95 

25 to IZf fl5 1 00 In- £94.95 

Happy Discovery cartridges lor the ST 

Only £ 16a 90 or £31 9 90 tor 2 

E10 vndiK^iKxi on Happy Diatftwtr'y carlrrioe it ordered 

bw« jisl August 

UtM include backniy up all ST Soltw-are 1o dale 

Send sae M totnii* 

GAMES A SOFTWARE 

Pepl THO, 35 TaltiLii-y Road. Tharney CkHi, 

Sunderland 5R3 4JPD 

Tel IOT1J &2&G3S1 Prop P Tarykx 



PUBLIC DOMAIN SOFTWARE 
AND SHAREWARE 



l-ikljr-il-kir irflip--. nl l-'ii^iln iKnii.i i- Vil 

■fvjrtbbh hw 4hL N 1 1 1 1 1 1 ■-■- 1 1 1 -^ < > 



nputif i 
IBM PC A Cm^oHUh 

uiiliidini! Am^rudn 
12 *S |*r * ,^" nl.a £4 SI i irwr J.5" disL 

COMMODORE 64 A I2S 

..i d.« g> i*-, s zy ..ii^ 

Commodore AMHIA 

(mm t.l ptr Ui^k 
U.. r. ST 

-miti : ' Wljir. I.,k 

P\tmc Mh4 H^i: « ptp-k h>l j >. iIj>>>|.>j< 
fiitfH. *>-iK warn nyU i*f 



KINGSWAY COMPUTERS 

140 RusWale Road, Sheffield. S3 9QE 
Telephone: 0742 588429 



J rrr--iH + l hhMHH 



WCA BUSINESS SYSTEMS 



We Offer a wide range ol soltwcire lor me 
Amiga and Alan ST machines All lh& latest 

lilies at competitive prices 

Amiga 500 plus ModulaiGr fi PhDtan Painrt 

ONLY C36&.9S inc. 

For hoe catalogue contact: 

WCA Business Systems 

2&B Peniel Green Road. LUinskinilet 

Swansea SA7 9BJ, Soulh Walts 

TEL: (0702)772745 



ATARI ST PHOTO 

DIGITISING SERVICE 

HAVE YOUR PHOTOS DIGITISED AND SAVED TO 
DISK IV BLACK & WHuT OR ONE OF FOUR 
COLOUR TINTS 
£0 45 PE« PICTURE FOR Bl ACK £ WHITE 
f SG PER PICTURE FOR COLOUR TINT 
FO*WMEit*VnnTXWAMCffttRn!}(to $FnD$a£ 7& 

ST DIGITISING 

SO Harford Road. Clapton. London E&8RD 



THE GAMES SH0PPE 



Quality games lor the Am^Si and o r . 

EAameles. Populous £15-95. 

Emmartuelle Ci2 £5., Wa/ m Middta 

EBrtti £1 5 W, T^ger Rnad E12 35 

S^f 7 few our fuitprtce hst fsate mhStf?rf*eV aYtf 

tfeteds of our ST $p#ct$f offers 

THE GAMES SHOPPE 

2 Crawford Village, Upholland, 

Lancashire, WNS 9QP 



SOFTWARE EXCHANGE 



SWop wQUF USM Of ODrnpOlvO H.an il prrjgram& 

FftCE MCMSEftSHf m« *cortomi£ai w^y to ajrvo 

you? hoMly DtHl't leave programs on the &hei 

Dolecling dusl Gtf! rEpiacerwHs to suri your laslas in 

saftware tor a Fraction of the cost or new pmc/ans 

rtflirl - Jy^ s&nd a SAE fw FUN detail? to: 

UK Software Eichange Club (TH0) 

15 Tunweil Greave. Sheffield. 55 9GB 



j^L. 



GO 

a* 



to 
D 
U 
D 
< 



BETTING GAME HeaJlSliC, ftxCltlrtg, horse racing 
PBM, owning, Befltng Ofi horses. FasE lumaxoond! 
Cash and troptiy pnus, £3 start-up, £1 .SO per turn. 
M„ J. Gibtmrd, Pi)we* Nest Wainhull, Chinnor, OsffonJ 
OX9 4A6. Tcrt: Kirtg&ton Bkounl 5lS9fl. 

AMIGA 500 MOUSE joystick. mousemaE, 40 or more 
jLJ'-'iErs, dust covet , deluxe pajnt. Eh'll under guaran- 
tee. Onry B month s old. Excellem condflmn Barcjain 
C350 png. &imon Rilson, 1^7 Cumberland Gate, 
Copy Lane, Nelrwton, Meffteyside L30 7PY. Tel 
531 >607 

PUBLIC DOMAIN software fof 1ne Amiga, C? ?5 per 
disk, E20 for 10 inc p*p. &end SAE to V Pike, £3 
Elbomunri Rood, MoredDTi. Swindon SN2 2LS. Tel 

CONSPEC 2 MEG RAH EXPANSION rof Amiga 
1000. Ag new, six monlhs ow. C400 ono. Ftin^ 0709 
586 393 arte* 6 pm, 

ATARI S5C STFM WUTi built in -Esse drive, mouse, 
|Oyst*ck. dSJSC EMk plus Over F7Q0 of software. Tel: 
674 7210 t»fWB*fl 4-6 pftl. 

FOR SALE ATARI STEM moose, joystick, plus 25 

nes lor pui1 fZ50 One. Also C64-iafl wrlh more 
5€ games, Just £100 Tel. 302 5744 (ask lor 
Garry). 



Amiga, Atan-ST and IBM- PC 

Sotw. on Nashudisk etc. from 

£2, - IncL sending, posiage and 

Internationale Soft- User Help 

Service. 

Foundation SOFT-USER 

International, P.O. Box 1057, 

NL-5602 BB Eindhoven 



i- CLASSIFIED COUPON M 

All you have to do is fill in the coupon below including your 
name, address and telephone number and send to: 
Classified Dept The One, EMAP h Priory Court, 30 - 32 
Farringdon Lane, London EC1R 3AU. 
Maximum 30 words. Your advert will appear in the earliest 
possible edition 



ST 'AMIGA SOUND AND GRAPHICS FOR ALL1 2\ 

amazincj ST: AMIGA demos by lop rieckers and 
cfadteis. A fuil ? Hours €filertainme™i on VHS 
Cassette Order now and b&af Ihe rush 1 Only E4.S9 
1rom Ace Supplies. 2 Old Mill Close, Markel Weight- 
on. York Y04. Je\: <0430> S72395- 

AMIGA SOFTWARE Gunship, Darkside, TV SporlE. 
Faotfaalli, Microprose Soccer, Lombeid Raiy, Bat- 
man Eliminatof, PHcmanifl, Ooldmnnef, Katnle Kid 
II, Strike Force Hajrier. All boxed aa new. Full 
inalnjclions elo. ClDO. Ring 03596 B;U4 



FREE F.S I. - Amiga Cat demo r 

send one diskette with your 
address to get acquainted with 

FSI and FHI 

Foundation DATA-USER 

International, P.O. Box 1057. 

NL-5602 BB Eindhoven 



F.H.I. Users-Discount 10%, 20% 

and more on 1001 Hardware parts 

incl. sending, posrage and 

Internationale Hard- User-Help 

Service. 

Foundation HARD-USER 

International, P.O. Boh 1057, 

NL-5602 BB Eindhoven 




i 
1 

I I J L J 



Name; 



Address;- 



Tel: 



Have you included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS; 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason. 
Advertisements are accepted subject to approval of copy and to 
the right of the Advertisement Manager to aHer, reject or cancel 
any order without explanation. The Proprietors are not liable for 
any loss from any cause whatsoever, nor do they accept liability 
for printers' errors. The Advertisers shall indemnify the Publishers 
in respect of any claim, cost and expenses arising out of any 
libellous or malicious matter or untrue statement in any 
advertisement published for the advertisers, or any infringement 
of copyright, patent or design therein. The placing of any order will 
be deemed to be an acceptance of these conditions, 




Z 

O 



■L^'i 



BPi^ *— 



* A.-fff jJ ' l i -^ P« 1 ^1— - -^- ^111 ■ ■ %,■** 



— » ■» '- 



i> r ii B^^aMMH 



.' » 



" 



00 



T 



» DA8SPACE 



Veteran coder Andrew Bray brook parks 
himself in the Backspace hotseat to 
answer some criticism hurled at him 
through The One's Letters page... 



I've been writing commercial games software for 
nearly six years now, and before that I wrote a 
number of COBOL games on an IBM mainframe in 
my spare time, The graphics modes on an IBM 
mainframe test-only monochrome terminal left some- 
thing to be desired, so I left to concentrate on games 
full-time. 

I starred on the Dragon 32. writing in 6809 and 
converted three games, then I moved onto the C64 as 
the Dragon waned. That was a sad day as the 6809 is a 
great B-bit chip to work with, Ive now written seven 
games for the CM and I don't honestly expect to 
write any more as I've finally moved on to 68000, I 
thought it would be nice to dabble in &S02 from time 
to time, but the demise of the 8-bit market, the 
frustration of cramming a quart into a pint-sized 
computer and the ease of coding 68000 put paid to 
that idea. 

Over the last few months I have come across a 
vociferous minority of Amiga owners who are com- 
plaining vehemently about the quality of their soft- 
ware, mainly what they call ST port-overs I think that 
their aim is off slightly as most British-produced 1 6- bit 
software is developed for both machines. In the early 
days of 16-bit, the ST took off quicker in this country 
so most software was produced for it and ported over 
much as an afterthought. I expect the programmers 
were quite surprised at how easy it was. Nowadays 
sales of games are about equal, and both are too low 
to warrant single development. In the US and 
Germany, where most non-UK software is originated, 
the ST has all but disappeared from the games market, 
SO naturally their Amiga markets are larger, so they 
can afford to produce Amiga-only titles 

Now I have seen good and bad British software, 
much ported, and I have seen good and bad Amiga- 
only software. This I believe to be because although 
the standard of actual programming is very good 
across the board, similarly the standard of presenta- 
tion, graphics and sound is excellent, but so much 
memory has been spent just trying to out-present all 
previous games that there isn't enough space left for 
what really matters, gameplay - 

in my experience, over 40% of the space in the 
CMs 64K was dedicated to game code, but in the 
Amiga and ST the space left for code is about 1 5%. 
Slowing vast quantities of in-game memory on 
sampled sound effects has got to be the biggest waste 
of space going. I'd hike to sample my Rickenbacker 
400 1 S bass guitar for future use, but to do It properly 
you need to sample each string as they have different 
tones. But then you can pluck each string near the 
front pickup for a bassier sound, or near the back for a 
more trebly sound, so we need eight samples. At 25K 
a throw that's 200K already 

The bask fact is that although samples are better 
quality than generated ones, they tend to have a 
limited frequency range and are often untidy at each 
end, and they get repetitive after a while. In Rainbow 
Island we got 18 instruments, 31 sound effects and 
the player to run them all in !5K, much less than one 
good sample. This gave us more space to spend on 
game-logic 

So. in conclusion, I don't think that port-overt from 




the ST are particularly the problem, it s just that the 
standard of game design has fallen behind as a lot of 
the 68000 programmers are not games designers and 
too much machine space is being devoted to presents 
tion, at the expense of gameplay It is something of a 
sad situation that good presentation is mandatory to 
impress publishers and professional buyers who often 
will not actually play the game at all and you, yes 
YOU. the end-user are the first to discover that there 
is no gameplay, 

So what's the answer? As with the music business, I 
think it's important to pay attention to who has 
written the software, not who has published it. After 
alL you don't go out and buy an album because it's on 
the Vertigo label, you buy it because it's by Rush. 
Don't buy games by authors who have produced bad 
games unless you've played them first, and do buy 
software by people you can trust. In the main, good 
authors want to be around in years to come, I know I 
do, so support them by buying their software in the 
knowledge that they're not going to rip you off And 
don't rip us off by pirating software. I agree that OS is 
too much for Amiga software. I'd like it cheaper too 
but pricing is not up to me. Piracy wont help You hit 
the programmers worst because the programmers 
make the least money per unit despite having put the 
greatest individual effort in. 

In response to Alan |ohnstones letter in your May 
89 issue. I would just like to take the opportunity to 
clear up one or two matters regarding our Rainbow 
Islands project. Just to recap, we have converted the 
arcade original accurately to the ST and we are 
building an Amiga version from this, replacing routines 
and using the Amiga's capabilities where possible. 

Mr Johnstone's argument is basically that the Amiga 
is miles better than the ST and therefore all Amiga 
versions of games should be written from scratch to 
ensure that this is clearly seen Whilst agreeing that 
the Amiga has seme superb hardware in it. especially 
in the sound department, it all depends what you are 
trying to achieve with a program as to whether the 



Amiga's hardware will be useful. 

Clearly, smooth horizontal scrolling is useless when 
Rainbow Islands scrolls vertically only. A 32 coteur 
background is useless when the arcade original has 
only a I & colour background Four I S colour sprites 
16 pixels wide multiplexed are useless when the game 
can run up to 60 objects on screen at once, each in I S 
colours, some up to 56 pinel* wide. 

Basically the arcade machine has a considerably 
higher specification than the ST or the Amiga. Yet the 
game designers chose not to use many of the facilities 
offered by their hardware. Why? Because the game 
that they had designed works superbly using only a 
selection of the many possibilities available. They did 
not feel the need to run a multitude of special effects 
one after the other to try to impress the easily 
influenced The games strength lies in its gameplay 

In building an Amiga verskin, we obviously consi- 
dered 32 colour mode for the graphics and concluded 
the following: 

1 ) the two double-buffered screen would increase 
in size by BK each for the fifth bit-plane, 

2) the internal scroll -barrel screen would increase 
in size by I OK, 

3) all plotted graphics would increase in size by 
20%, from 1 1 OK for the resident sprites up to 
I32K. and from 60K to 72 K for the largest 
island 

4) allocating a fifth bit-plane causes a 25% loss In 
performance of the CPU and/or blitter whilst 
bit-plane DMA fetching, about 16% perform- 
ance boss overall. 

Thus we realised that 20% of the graphics would 
have to be cut out to still fit In 5 1 2K, and the game 
would run slower having to plot the extra bit-pkane 
for all graphics and backgrounds and due to perform- 
ance loss. Having worked hard to get ALL the game 
features into the ST version I believe that we made 
the correct decision in keeping them all for the 
Amiga. It would have been nice to have about four 
eictra. colours but it's a small prke to pay. 

The next thing we came across is that the Amiga 
CPU runs at 7. 1 6 MHz. against the STs 8 MHz Again 
a performance loss. This is to be offset by using the 
Amiga s blitter. Now first off, the blitter is not some 
all-powerful chip that does anything you want, yester- 
day, for free. It's fester than the Amiga's CPU at 
copying data and plotting into bit -planes, but it has to 
do a large amount of work-to catch up with an STs 
CPU doing the same job the hard way. 

Overall, for Rainbow Islands at least, the Amiga 
and ST may thus be considered as very similar. The 
main differences that remain are that the sound on the 
Amiga will be better quality, and on four channels, and 
the game will be on one disk rather than two, so 
instead of one or two disk swaps per session, you 
won't need any. 

The Amiga is certainty capable of some spectacular 
things, but it requires a task specifically designed for it 
We have some ideas for designing games which do not 
need to scroll in all directions for the ST but may be 
more easily enhanced to do so on the Amiga to make 
use of it better, 

As a programmer of both machines, I do not have 
any interest in the my-macNne-is-better-than -yours' 
debate, unlike Mr Johnstone who, I suspect, is more 
worred that the ST version of Rainbow Islands will 
be as good as the Amiga version rather than the 
Amiga version being as bad as the ST one 

We have endeavoured to produce a close imitation 
of the arcade game with the emphasis on play ability on 
all versions I would urge everybody to simply judge 
the game on its own merits, whatever their machine, 
and buy it if they like it, I ask for nothing more. 
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